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Editorial 


or the past year, the fortunes of the N64 have 
been somewhat mixed. While initially losing the 
battle to the PlayStation, the latter half of 1998 
has seen a number of changes which can only be 
for the good. 

Obviously, the single most important event of 
the year has been Zelda. Without a doubt the 
most important game released on the system 
since Super Mario 64, it pushes the system to the 

» absolute limits in terms of both presentation and 
gameplay design. Miyamoto has yet again proven 
his genius by creating a game that is simply stun- 


ning in just about every way a video game possi- 
_bly can be. Guaranteed to strengthen the position of the N6q in 
1999, don’t be surprised if Zelda proves to be one of the most 
significant releases in video game history. 

Alongside this though, Iguana’s Turok 2 and LucasArts’ Rogue 
Squadron are pushing the possibilities of cartridge-based tech- 
nology to new heights. In conjunction with the year’s other 
big announcement, the 4Mbit RAM Expansion Pak, they are 
proving a number of significant points. As the next generation 
of video gaming is about to dawn, and most notably Sega’s 
release of Dreamcast in Japan, it’s warming to see that with a 
little boost the N64 is capable of raising the bar in terms of 
quality. Watching a game enhanced with the 4 Mbit Pak really 
illustrates what a powerful machine the N64 actually is. 
Turok 2 in Hi-res Mode is pretty close to the kind of thing you’re 
likely to see on a 3D-accelerated PC—or at least in a first- 
_ generation Dreamcast game. 

Although the schedule of releases on the system is slowing 
down, we are seeing a dramatic rise in quality. In 1999 we can 
expect a number of further significant releases, with Rare’s 
next batch figuring heavily throughout the year. Perfect Dark 
looks set to be just as, if not more impressive than Turok 2, by 
taking the gameplay of GoldenEye and throwing every graphi- 
cal trick in the book at it. 

The N6gq is still strong, and by ensuring a “quality not quanti- 
ty” philosophy we can rest assured that there will be some 
incredible titles from Nintendo itself in the coming months. 
Now how about that 64-Bit version of Metroid we all want? 
Surely it’s about time? 


John Davison 
Editor In Chief 
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and civilization itself. 
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and this time he’s sportin’ a whopping 256- 
Meg cart and Hi-res graphics. One word: Wow. 
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awaited game of all time, this new Zelda 

game features more innovations and refine- 

ments than any of Link’s previous adven- 

tures, and to be quite honest, words don’t 

do this game justice. Crammed within the 
confines of the 32-Megabyte cartridge (the largest 
N64 game, along with Turok 2), Shigeru Miyamoto 
and crew have assembled some of the hugest 
environments you’ve ever seen in a video game, 
along with enough never-before-seen gameplay 
features to make you cry tears of joy. 

But enough hyperbole, “What’s the scoop on 
Zelda 64?” you say. Well, for starters, many things 
have changed over the course of Zelda: OoT’s 
development process. The story line, for example, 
has come into focus, rearranging formerly random 
elements into a distinctly cohesive whole. The 
Original introductory cutscene revealed Princess 
Zelda and an armored soldier escaping Hyrule 
Castle on horseback, pursued by an ominous 
figure who turned out to be Ganon (also 
known as Ganondorf), all while young Link 
looked on. Zelda and companion proved 
too quick for their foe, however, and as he 
came to a stop just outside the castle’s 
drawbridge, Ganon then set his eyes on 
Link. As the camera panned up past Link, 
toward Ganon’s face, you got a glimpse of 


n development for what seems like years, 
The Legend of Zelda: Ocarina of Time, is 
finally upon us. Perhaps the most eagerly 
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Link 
rows 


the evil thief’s wicked grin, 
before it continued on up into 
the moonlight. While this open- 
ing cinema still exists, it has 
been slightly modified, and it 
now turns out that it’s actually a 
nightmare Link is having just 
before the game begins. 

Fast forward to the real world, where Ganondorf 
wants to get his greedy little hands on the Triforce, 
which he will obviously use for his own selfish 
plans. Cue Deku Tree, the all-knowing sentient 
plant-sage, who tells Navi the Sprite that the world 
is in great peril. He finds great promise in Link and 
tells Navi to watch over him. Finally, we find Link, 
in his hometown of Kokiri Village, where he meets 
up with Navi just after he awakens from his dream, 
and from here the adventure begins. 

And what an adventure it is. From hands-on 
experience we can tell you that this game is HUGE. 
Huge in every sense of the word too. Not only is 
the actual size of the world enormous, but the 
length will surely shatter the previous estimations 


starts off as aboy, but he 
soon ventures forward in time [0 
_adulthood. Atl grown up and ready" 
Lo go, Ganon and his underlings 
re gonna have their work cut out 
* for them wherthey get a load 
~~ “Of the 


= 


ei 


improved Link. 
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that this game could be completed in, 
according to Mr. Miyamoto himself, 15 
hours. Nope, after having spent two full 
days playing Zelda nonstop, we had only 
managed to complete around 30 percent 
of the game. According to a Nintendo 
spokesperson, the time spent fully 
exploring this 3D incarnation of Hyrule 
would take around 75 hours. While we 
suspect that they were inflating that fig- 
ure, it’s entirely reasonable to expect that 

this game will last 50-60 hours. If you 
play as much as five hours a day, it’ll 
take you at least a week to get 
through this game. 

During this epic quest, you'll 
begin the game as a very young 
Link—10 years young to be pre- 
cise. Some of the things that 
emphasize his youth, apart 

from his size, are his weapons 
and abilities. At this young 
age it’s very difficult 

for Link to carry heavy 
objects like metal 

Shields. So, instead, 

you'll find that he car- 
ries a much more 
modest wooden shield 

that can reflect attacks 
back at his enemies, but 
eventually disintegrates after 
repelling too many attacks. 

Once he finds the larger 

metal shield, he can only 

carry it on his back. In order 

for the shield to be of any 

use at this point he has to 
crouch to protect himself from 
any attacks. As far as his 
weapons go, in the beginning he has a 
short-sword that has limited reach, mak- 
ing it necessary for him to get closer to 
his opponents in order to hit them. At 
this point he also has a slingshot that is 
useful for taking care of enemies, such as 
bats, from long range. The slingshot is 
also handy for snatching up items that 
remain out of reach (i.e., rupees, hearts, 
etc.), as well as for hitting switchesthat 
are set too high for Link to grab. 
Eventually, after a good seven or eight 
hours of playing, you’ll reach the hal- 
lowed Temple of Time. If and whenever 
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This ain’t your daddy’s Zelda. While it retains 
all the classic elements that made the series 
. famous, it’s definitely a whole new ballgame. 


you do get there, on the other side of a 
particularly impressive cutscene awaits a 
brand-new Link, all of 17 years old. Not 
old enough to vote, but old enough to 
carry a big sword and kick some butt. 
Yes, the older, sturdier Link now carries 
the Master Sword (which he single-hand- 
edly obtained “Sword-In-The-Stone- 
style”) which has much greater reach 
than that butter-knife he was carrying 
before. He can also pop that heavy-metal 
shield right on his forearm with no prob- 
lem whatsoever, making it much more 
convenient than having to duck like a 
turtle every time someone shoots some- 
thing at you. Now that Link has grown 
up, it’s far too childish for him to carry 
around that slingshot, as fun as it may 
have been. Instead, the older Link will 
make use of a full-on bow, Robin Hood- 
style, in situations where long-range 
stopping power is required. The bow can 
be difficult to use, however, especially 
when riding a horse, so expect to waste a 
few arrows while you attempt to master 
this particular weapon. Other interesting 
items that you’ll use in the game include 
wooden staves, that you can use to 
whack enemies over the head (though 
you’ll most likely use them to light torch- 
es.) A grappling-hook (the Hook Shot) 
that you find much later in the game can 
be used to access very high places, while 
doubling as a long-range weapon as well. 
Of course, what would a Zelda game be 
without Link’s favorite, bombs? As 
always, make sure you’re not around 
when these things go off or else you'll 
take damage like anyone else would. 
Aside from the weapons, you’ll also 
meet up with a large variety of strange and 
exotic creatures in the equally strange and 
exotic environments. Take for example: the 


The familiar spot known as Death 
Mountain. Bet you never thought 
Spectacle Rock would look so cool... 


_THE OUTDOORSMAN’S 


nlike the ultra-destructive, rapid-fire, crater- 
causing arsenal found in most of today’s 
first-person shooters, the long-range 
weapons in Zelda: OoT are closer to the 
kind your granddaddy used to use while 
huntin’ bears. While he probably didn’t bag a lot 
of bears using a boomerang, you get the point. 
The weapons Link uses require far more skill 
than simply relying on your BFG to blow a good- 
sized hole in your opponent. That said, we pre- 
sent for your approval a number of the handy 


W) & SLINGSHO 


tools found in The Legend of Zelda: Ocarina 
of Time. 

The Slingshot: This “weapon” is Link’s only 
long-range option in the early parts of the game. 
Although a gadget like this doesn’t seem like it 
would be of much help when fighting all kinds of 
drooling monsters, it is far more valuable than 
! ‘ you might imagine. For example, throughout the 

Zin age ew yawn per eth © game you'll find yourself beset by vampire bats 

* you can set if}to @ Gor O ; that are capable of dealing debilitating amounts 
eck “5 tee of damage to the young Link. The solution: grab 
your trusty slingshot, eyeball those blood-suck- 
ers, and pick ’em off, one by one. Furthermore, 
the slingshot lets you grab hard-to-reach items, 
PUP REPT. nn, y > such as rupees and hearts, while enabling you 
|; to activate switches that are out of range. 

Bows: Although you won’t get the bow until 
much later in the game, when it finally comes 
your way, you’ll be glad you have it. Essentially 
the older Link’s equivalent of the slingshot, the 
bow lets you dispatch enemies you’d rather not 
have to engage up close and personal. However, 
as anyone familiar with a bow will tell you, it’s 
harder to aim with than you might think. As with 
all the long-range weapons in Zelda: OoT, you 
switch to a first-person perspective whenever 
you use it. Using the analog stick to aim, you'll 
need plenty of practice before you register hits 
with any regularity, especially when riding a 
horse (oops, was that a spoiler?). 

The Boomerang: This isn’t OZ, but you'll find 
plenty of uses for the “stick that always comes 
back.” Sure, you can pop enemies good with this 
eco-friendly weapon (it recycles itself!), but it’s 
also way handy for grabbing out-of-reach items 
like potions and treasure. 

Of course, other exotic weapons (the Hook 
Shot, for example) await explorers intrepid 
enough to find them. 
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Hoo hoot! 
Link... 
Look over here/ 


Gorons. These big brown wackos spend 
most of their time face- down in the dirt, 
until you wake them up that is. You’ll dis- 
cover from these loaf-shaped buffoons that 
some creatures called Dodongos have 
usurped control of their city and have 
hoarded all the rocks (which happens to be 
the Goron’s favorite food) for themselves. 
In one of the many objectives you need to 
complete in this game, you must free the 
Goron City from the King Dodongo’s grasp. 
Another bizarre foe you'll cross paths 

with is the giant fish-fiend Jabu-Jabu. This 


Piscean punk is responsible for swallow- 
ing the Princess Ruto, a big-headed (lit- 
erally!) piece of royalty who Link must 
rescue. Much largerthan Clanker 5 
from Banjo-Kazooie, Jabu-Jabu’s size 
is especially deceptive once you enter 
his esophagus. Once inside, you'll find 
his inner-space as large as many 
of the locales you’ve already vis- 
ited. While travelling through his 
slimy insides, you'll have to 
solve numerous puzzle-type 
Situations in order to 
get yourself and the 
Princess out alive. In 
fact, you'll have to 
fight a boss, inside 
the fish! Crazy! Other 
bizarre enemies you'll 
encounter in the game 
are werewolves, skele- 
ton soldiers, zombies, 
and huge armored 
knights. In fact, the sheer 
amount of creatures that 
populate the game are too 
numerous to list here, but 
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Strange worlds and even stranger 
creatures. Link will have his hands 
full on more than one occasion trying 
to cope with every obstacle thrown 
his way. But don’t worry, Link’s a 
toughie! He’ll be OK. 


believe us when we say that game never 
gets repetitious when it comes to variety. 
During the game it will be necessary to 
find the Ocarina. Keep in mind that there is 
more than one Ocarina. The first one you 
receive will be your basic no-frills model, 
perfect for beginners. Later in the game 
you'll find a snazzy Blue Ocarina, that, at 
the very least, looks cooler. At various 
points in the game, with the help of Navi, 
your navigational fairy, you'll learn (from 
various people) a number of melodies, 
each of which will have different results. 
One tune changes the world from day to 
night, or vice versa, depending on when 
you play the thing. Another song will stop 
waterfalls in mid-flow so you can...well, 
we'll let you figure that out. Eventually 
you'll have a whole set of rockin’ tunes that 
may help open up many of the game’s 
secrets for you. 
Other useful features that have been 
included to aid game players are 
things like the “lock-on attack” 
# command that’s activated by 
pressing the Z-button whenever 
an enemy is near. Since the game 
moves in a full 3D environment, 


» . However, you were ta 
_ hbe_ the. 


Not a bad day’s work for such a 
young lad. Here Link proudly 
displays his newfound sword. 


it might have been difficult to track enemies 
and hit them if they were moving around too 
fast. By pressing the Z button, Link homes in 
on the nearest enemy and remains locked 
on until the enemy is dead or until he lets go 
of Z. If more than one enemy is on screen at 
the same time, and another enemy is giving 
you a problem, pressing the Z button again 
will unlock Link from his current target and 
free him, allowing you to relock onto anoth- 
er foe. It takes some practice in order to 
remember this, since the first instinct is to 
start slashing away, but after awhile it 
becomes second-nature. 


It’s not often that 
a game makes 


the leap from 2D 


to 3D so graceful- 
ly, but Link and 
Co. do it with 


unparalleled 
SUCCeSS. 


What a little scavenger Link is! 
Always has his hands in some 
strange chest or something. 


That said, The Legend of Zelda: Ocarina 
of Time will most likely be out by the time 
you read this, allowing you to judge for 
yourself what may be the greatest adven- 
ture game of all time. Sure, statements like 
that get tossed around with reckless aban- 
don these days, but in the case of Zelda, 
you can be pretty sure it’ll stick. Never 
before have you seen such a fully devel- 
oped world with so much to do. If it seems 
like it might be “just another action/RPG,” 
it isn’t. The game offers so much more than 
that, and the only way to truly understand 
what’s in store here is to play it. After your 
first hour or two, or three, you'll begin to get 
a grasp at what you’re in for. When you finally 
reach the moment where the story of the 


three goddesses begins to unfold (don’t 
worry, it’s early in the game), that’s when it 
will all sink in. No one ever doubted that the 
new Zelda game would be something spe- 
cial. Just how special was another 
matter. With its numerous delays and 
with the game coming out almost a 
year late, no one could really know 
what to expect. However, with 
Miyamoto focusing all of his consid- 
erable energies on making The 
Legend of Zelda: Ocarina of Time the 
best game he’s ever made, you know 
that it’s got to be groundbreaking. 
Predicted to be the fastest-selling 


um 
Motind 


ost will agree that one of 

the biggest problems 

with 3D adventure 

games, Is that the act of 

jumping is usually prob- 
lematic at best and a con- 
troller-throwing nightmare at 
its worst. Well, cry no more, 
because what was once the 
thorn-in-the-side of 3D 
adventures everywhere is 
nothing more than a distant 
memory in Zelda: Oof. 
Instead of worrying about 
crappy camera angles and 
Struggling with unresponsive 
jump buttons, Link will 
instead automatically jump 
whenever and wherever there 
is ajump to be made. Not 
only does this take the ago- 
nizing guess-work out of 
when and where to time your 
jump, it also helps you dis- 
cover secret places you might 
not have seen before. 
Another important factor is 
that it streamlines the control 
scheme and frees up a valu- 
able button that is used on 
other critical functions. Once 
you’ve had a chance to spend 
some time with this system it 
becomes second-nature. It’s 
apparent that Miyamoto and 
co. spent a lot of time and 
thought on this intuitive 
process. While they could have 
stayed with the jumping sys- 
tem used in Super Mario 64 
(though admittedly, Link has 
never been much of a butt- 
Stomper), they went the extra 
mile to design a system that 
works best for the game in 
question. It just goes to show 
that even the master can learn 
some new tricks. 
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game in the history of video games, getting 
your hands on one may be a chore this holi- 
day season. It seems as if everyone’s been 
waiting for the return of Shigeru Miyamoto’s 
prodigal son. It’s been a long time coming, 
perhaps too long, but it’s a price most people 
seem willing to pay. After all, Link and Zelda 
have always been Nintendo’s brightest stars, 
even more so than that fat plumber (though 
we love him too), and unlike the kinda bright 
that burns out quickly, it seems as if The 
Legend of Zelda Is gonna be around fora 
good, long time. Watch for it on Nov. 23. 
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couple of years ago, any mention of an 


Acclaim game usually brought forth deri- 


sive comments and cold-hearted snick- 
ers from both the gaming press and 
gamers alike. There had been way too 
many attempts at a quick buck in the 
form of movie-based licensed games 
(i.e., Dragonheart, the Crow, etc.), 
and even worse comic-book adaptations (any of 
the Batman games, Iron Man/X-O Manowar, the 
Fantastic Four and so on). Credibility was at an 
all-time low, and sales were even lower. The high- 
priced licenses weren’t paying off and, at one point, 
Acclaim was in serious danger of going under. After 
a serious rethinking of their corporate strategy, 
Acclaim began to streamline their efforts, and ina 
Surprise move, bought development houses Iguana 
and Probe, a move that may have single-handedly 
saved the company. Although the industry scoffed 
at the thought of Acclaim developing their own 
titles in-house, the fruits of their efforts would soon 
be revealed to the amazement of all. Instead of 
purchasing the rights to properties they didn’t 
own, Acclaim, instead, delved into their 
own creative pool of ideas, Acclaim Comics 
(formerly Valiant Comics), and picked one 
title around which to focus their efforts — 
Turok: The Dinosaur Hunter. Going against 
convention, Acclaim decided that Turok 
would be a first-person shooter, instead 


he 
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of the usual side-scrolling stuff they’d been churn- 
ing out for the last few years. While Iguana, at that 
point, hadn’t exactly been known for producing the 
most amazing software, they were one of the first 
developers working with the fledgling N64 hard- 
ware, and many were curious to see what they’d 
be able to come up with. Needless to say, with 
Acclaim’s reputation what it was, expectations 
were not high. 

What happened next was close to a miracle— 
Turok: The Dinosaur Hunter was actually good. In 
fact, it was good enough to become one of the 
N64’s biggest hits not done by Nintendo or Rare. 
Not only was this important for Acclaim, it was 


When you’re done introducing your- 
self to everyone, invite them over 
for a little bug-barbeque. 


important for Nintendo. After having 
made a considerable splash with Super 
Mario 64 and, um, PilotWings, the N64 
was suffering from a considerable 
drought of third-party support. Aside 
from Shadows of the Empire, Turok was 
practically the only game in town, and it 
was the best first-person shooter on the 
system up until the release of GoldenEye. 

However, since then, the N64 market 
has broadened considerably, and while 
there isn’t nearly as much competition as 
there is on the PlayStation, the bar has 
been raised substantially. With Rare’s 
GoldenEye still one of the best-selling 
N64 titles around, and with Perfect 
Dark on the horizon, Acclaim seemed to 
realize that Turok 2 needed to be good. 
Real good. 

So what has changed since the first 
game? In a word, everything, and thank 
goodness for that, because while the first 
game was certainly a commercial and crit- 
ical success, it still had its share of prob- 
lems. Due to the relatively small size of 
the cartridge (it was an 8-Meg cart), there 
were severe fogging issues, where it was 
impossible to see too far into the dis- 
tance because of the ever-present mist. 
Also, because of the small memory size, 
the number of texture maps available 
was extremely limited, resulting in ago- 
nizingly repetitive environments. Not only 
did this make it hard to differentiate one 
area from another, it also made the game 
visually bland. Another aspect that 
frustrated gamers were the annoying plat- 
form jumps scattered throughout the 
game. The problem here was that Turok 
couldn’t decide if it was a first-person 
Shooter or a platformer. As a result, the 
inclusion of jumping seemed forced and 
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Turok 2 is all about firepower as you 
can see from these screenshots. Big 
toys for even bigger boys. Turok’s 
got a weapon for every situation! 


When a punk like this gets in your face, 
zap him with the Charge Dart, and then 
pull out a shotgun and pump him. 


as such, placed a damper on what was an 
otherwise fine game. 

In Turok 2, these issues have not only 
been addressed, but dramatically 
improved upon as well. For starters, the 
game clocks in at a whopping 32-Meg 
cartridge size, an expensive (for Acclaim) 
necessity that 1) allows the fog to be 
pushed back to the point where it’s not 
really an issue, and 2) enables the devel- 
Opers to include up to 400 percent more 
texture-data, creating far more realistic 
environments for gamers to explore. In 
fact, of the six huge levels found in Turok 
Compare the screenshots and you 
can see the difference four extra 
Megs of RAM makes. The top screens 
are hi-res, while the lower are lo-res. 


f for some reason you can’t afford to 

buy the 4-Meg RAM Expansion Pak, 

don’t worry, Turok 2 still looks great. 

But if you’re willing to shell out the 
extra dough for the thing, you’ll be very 
happy you did. All the textures in the 
game are tightened up and everything is 
rendered in hi-resolution. The resulting 
image quality rivals the graphics found 
on hi-end accelerated PCs. This game 
easily gives Quake II a run for its money. 
Remember, the 4-Meg Expansion Pak will 
also work with Acclaim’s other holiday 
lineup— Quarterback Club 99, Extreme-G 
2 and possibly even South Park. In addi- 
tion to these games, Rare’s Perfect Dark 
is also scheduled to make use of the 
RAM Pak, so what are you waiting for? 
Go get some! 


2, no two levels share any texture data, 
making it easy to remember where you’ve 
been, while providing the eye-candy nec- 
essary to compete with the third genera- 
tion of N6q titles. In fact, Turok 2 is 
arguably the most graphically impressive 
N64 title yet. When used in conjunction 
with Nintendo’s 4-Meg RAM Expansion 
Pak, Turok 2 rivals high-end Pentium PCs 
for graphical excellence. In addition to all 
the graphic enhancements, those annoy- 
ing platform jumps have almost been 
entirely done away with. While there are 
still a few places where a jump or two is 
necessary, it’s mostly used to get to 
switches and levers, and not some cruelly 
designed leap of faith. The jumps are also 
a lot more forgiving, so you won’t be 
forced to attempt the same jump over 
and over again. 

Along with the numerous aesthetic 
improvements are the obligatory weapon 
upgrades, and Turok 2 won't disappoint. 
While the old standbys like the pistol 
and shotgun make their return, other 
weapons like the flamethrower and the 
cerebral-bore are likely to garner the 
most attention. The cerebral-bore is a gun 
that features a lock-on targeting system, 
which, when fired, launches and attaches 
itself to its victim’s head. At that point a 
powerful drill bores into the offending 
party’s skull, spewing out untold 
amounts of grey matter at stomach- 
churning speeds. The flamethrower is a 
special-effects spectacle unto itself, 
being the first weapon to feature fully 
polygonal fire that twists and turns as 
much as real fire would. These weapons 
are so powerful, in fact, that the enemy 
Al recognizes when it’s up against some- 
thing too tough for it to handle. It’s awe- 
some when you’re chasing an enemy sen- 
try, and he (it?) realizes that it’s about to 
get its butt kicked, and ducks behind the 
nearest crate or obstacle in an attempt to 
avoid an early death. Of course, with 
superior tactics, you'll surely be able to 
sort him out, and emerge victorious. 
While we're at it, it should be noted that 
the Boss monsters are some of the most 


RAM | 
Paked! 


you should take a look at the. 


was originally supposed to be 


f 32 Megs of pure graphic 
“OOMPH!!” isn’t enough 
for you, then you’d better © 
head out and pick up | 
Nintendo’s 4-Meg RAM 
Expansion Pak. While the ~ 
majority of Acclaim’s new 
wave of games uses it (along 
with Rogue Squadron from 
LucasArts), it’s Turok 2 that 
benefits the most. While the | 
game may look pretty damn 
good running unassisted, 


difference 4 Megs of RAM 
makes in a game like this. 
When used in conjunction 
with the RAM Pak, Turok 2 
runs in a dazzling Hi-resolu- 
tion Mode. The texture quality 
on enemies, environments 
and weapons is also 
enhanced by the additional 
RAM. Even better, the fog and © 
darkness are pushed back 
even further, while the RAM 
Pak helps keep the frame-rate 
chugging along smoothly 
during heated four-player 
deathmatches. The interest- — 
ing thing is that the RAM Pak 


used in support of Nintendo’s 
much-maligned 64DD. 
However, with the release of 
that peripheral looking more 
and more unlikely with every 
passing day, it’s almost amus- 
ing to know that companies 
such as Acclaim practically 
forced Nintendo’s hand into 
releasing the RAM Pak, after 
announcing that games like 
Turok 2, Extreme-G 2 and 
Quarterback Club 99 would 
be compatible with it, provid- 
ed that Nintendo actually 
released the thing. To be 
quite honest, the big N 
almost had no choice in the 
matter. With the PlayStation 
running away with the next- 
generation market, and with 
Sega’s Dreamcast looming on 
the horizon, Nintendo had to 
do something to compete 
with these factors. Now that 
we have the RAM Pak, are 
the days of blurry scenery 
and “death-by-mip-map” 
gone for good? 
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wicked-looking creatures yet seen ina 
video game. 

At the very least it shows that Acclaim 
is serious about reclaiming its former 
prominence in the game industry, only 
this time they’re doing it by releasing 
fewer games, of a higher quality, to a 
growing and appreciative audience. By 
building on the strengths of the original, 
and addressing the problems that ham- 
pered it, Acclaim has emerged with a 
vastly superior product to the first Turok. 
Will it be good enough to unseat the 
reigning champ of first-person console 
shooters: GoldenEye? It might be unfair 
to compare the two since they offer dis- 
tinctly different gaming experiences, but 
undoubtedly, Turok 2: Seeds of Evil will 
be one of the biggest games to hit store 
Shelves this holiday season. 

It was a long road back, but from here, 
it looks like another feather in Acclaim’s 
weathered cap. It’s about time, eh? 
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Platinum Awards go to games 
that get four 10s, the best pos- 
sible review a game can get. 


Gold Awards go to games 
whose average score equals 
9.0 or higher. 


Games that average at least 
an 8.0 receive Silver Awards. 


OUR PHILOSOPHY 


EGM rates games based on how they 
compare to other titles on the same 
system. The highest score we'll give a 
game is a 10. When a game receives ¢ 
10, you can rest assured it's one of tte 
best games ever made-a revolutiona ‘y 
title that truly stands above everythi 1g 
else in its genre for its time. At the 
other end of the spectrum sits the low- 
est score a game can receive: a 1.0. 
This is the kind of game you want to 
avoid at all costs. It's pure crap, as our 
scale (above) explains. In the middle 
lies the average grade, 5.0. We repeat: 
5.0 IS AN AVERAGE GRADE. 

Simple, ain't it? 


Crispin would be lying if he said the Nintendo 64 was his 
favorite system. For starters, the system has squat for 
— RPGs (well, except for Zelda, but then you already know 
: f about that one). Still, the really high-profile stuff (Turok 


2, Castlevania 64, etc.) looks pretty impressive. 


‘ 
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We really wish ‘‘Shoe” would stop whining about not 
getting his favorite NES and SNES games updated for the 
Nintendo 64. Specifically, he wants to see 64-Bit updates 
for Metroid, Kid Icarus and R.C. Pro AM. At least he has 
Zelda: Ocarina of Time to satisfy him for a while. 


Dean is really happy to see so many new sports titles 
coming out for the N64. For a while he was nervous that 
the system might be a bit too dry in the sports area, but 
thankfully EA SPORTS and a handful of others have come 
out with some real hum-dingers like Madden 99 and ISS 98. 


John's completely enamored with Zelda, but he’s got his 
doubts about the N64's future. There isn’t all that much to 
look forward to after Zelda, besides Banjo-Tooie, Perfect 
Dark and a few third-party games. Metroid 64 is a must 
(come on, already!), and the DD is a bad idea at this point. 


John is happier with the games for the N64 in the past 
year, and having spent some time with Zelda he's 
convinced that it will turn the fortunes of the system 
around. With this, the 4-Meg pack and several Rare games 
nearly ready for release, there's lots to look forward to. 


am 


Kraig is no longer with EGM, as he's now the editor in 
chief of Official U.S. PlayStation Magazine. That 
means, as much as he'd love to be playing N64 \ 

games right now, he’s got no choice but to stick with 

his PS. We're sure he secretly craves Zelda, though... 


Zelda, Zelda, Zelda...that's all anyone is talking about 

these days. | don't see what all of the fuss is about. 

» |mean, the game doesn't even have a jump button. 
And those ears on Link-what’s the deal with those? 
OK, so everything I've said is false. | really can't wait. 


Sushi's not very happy about the lack of any 
real “quality” fighting games on the N64. He's 
still fuming that Capcom chose to make their N64 
debut with a Tetris game (Magical Tetris Challenge), 
rather than Street Fighter Ill. What were they thinking? 


Kelly is also no longer with us at EGM, having left the 

company for personal reasons. His reviews, however, 
live on! Kelly's a big fan of racing and fighting games, 
and he's been known to give Sushi quite a headache 
when they go head-to-head in fighting games. 
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Developer: Nintendo 


There really isn’t much wrong with 1080° 
Snowboarding. The overall graphics are the 
best on the system, and all the problems | 
have with the cart are minor. Note that it 
takes a LONG time to master the controls — 
and you'll have to master them if you expect 
to beat the game. Maybe it’s just me, but the 
game’s Expert Mode leaves little room to 
screw up. When playing, | get annoyed when | 
seem to be perfectly lined up to land, but | 
end up flipping over for no apparent reason 
(even after the experience of 20+ plays). 
Another minor problem is the hit detection. 
Once in awhile Il’d come close to a rock and 
still hit it even though | didn’t seem to be that 
close. This seems like nitpicking, but when 
you’re trying to win a race, every little mis- 
take can count toward your possible loss. 
Also, don’t expect much from the 2P Mode— 
it could be better. Still, as you can see, these 
problems don’t affect my score all that much. 
And-yes, there are plenty of good pointsy The 
graphics are magnificent. When you're com- 
ing over a ridge and the sun pops up, causing 
lens flare just as powdery snow blows in front 
of the camera—it’s just awesome! When you 
take the graphics and put them with the 
incredible sounds and Rumble Pak support, 

it seems like you’revactually on the slopes. 


It rocks! Shawn 
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1080° Snowboarding is like the icy equivalent 
of, Wave Race 64, but with less courses and a 
much steeper (and potentially frustrating) 
learning curve. The graphics are beautiful, 
and the control is almost perfect, but with 
only six courses total and a Select few _ 
secrets to open up, you’ll be begging for 
more after just a few days of play. Still, the 
Two-player Mode is fun, and what IS here is 


awesome, If only it was bigger... John R 
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1080 is a decent game (and a lot less stress- 
ful than learning the real thing —at least for 
me). The game has solid graphics, intuitive 
controls and lots of variety. But a little..more 
variety would’ve helped. The half-pipe is the 
only event I really loved; doing tricks is the 
best part of the game. | would’ve liked to 

have seen multiplayer racessthaturequired 
tricks. A Four-player Mode would’ve been 
nice as well. Otherwise, it’s notbad. ~_ Dan 


While 1980’s cosmetic appeal is obvious, it’s 
not until you realize some of the subtleties of 
the gameplay that this truly proves itself. The 
controls are virtually flawless--while.the 
boards are hard to control at first, the game 
makes you feel.rewarded when you master 
stunts. Couple this with the incredible way 

the Rumble Pak conveys the different tex- 
tures and you realize just how good Nintendo 
is at creating an overall experience. John D 
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_AEROGAUGE 
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Developer: Locomotive 


AeroGauge is cut from the same cloth as 
futuristic racers like WipeOut XL and Extreme- 
G. Unfortunately, it couldn’t hold their jock- 
strap, so to speak. The fancy-looking flying 
cars are the highlight of the game. They con- 
sist of radically different designs, complete 
with moving flaps when you make turns. Also, 
they race on some neat courses, one of which 
spirals around an island then into an underwa- 
ter tube. That’s where the compliments end. 
Technically, AeroGauge is very lackluster. 
Although the tracks look good, the polygonal 
pop-up is very annoying—it’s so extreme in 
places that it can mess you up by inconve- 
niently popping things up in front of you at 
inopportune times. This adds a little frustra- 
tion to a game that isn’t too much fun to begin 
with. Even though you can fly and perform 
impromptu speed bursts, AeroGauge, for the 
most part, is a mundane racing game. Perhaps 
weapons or defensive countermeasures could 
have done a lot to make the races more inter- 
esting —there just isn’t enough to do. One 
thing is certain, the horribly synthesized music 
gure doesn’t help the dull mood of the game. | 
was forced to lower the volume and pop in my 
own CD. AeroGauge isn’t a bad game, but it 
falls into thé rapidly filling bucket of mediocre 
Nintendo 64 games-thatsefuse to offer any- 
thing special to set them apart. Krai 


| would best categorize AeroGauge as a 
futuristie hovercraft racing game in the mold 
of F-Zero or WipeOut XL, though the craft in 
AetoGauge can fly around a bit Star Fox- 
style. The graphics are good and the track 
design is interesting, but with only four 
tracks at the start, there’s not much variety 
early on. Additionally, it takes,atot of prac- 
tice to turbo around corners, which is rather 
essential if you want to win races. Kell 


The first thing that struck me as strange 

about this title is how smooth the hovercraft 
fllesthrough the air. The physics are truly 
amazing, and some might experience a feel- 
ing of vertigo..| was sadly disappointed at the 
ridiculous amount of pop-up, but even more 
jaded at the insane difficulty level. | don’t 
think novices should have to learn the most 

a difficult maneuver in the game—turbo 

Am rolling—to win a race early on. Sushi 


7 All the intensity of racing—without the fun. 
Yeah, another disappointment this month. 
AeroGauge coutd’ve been something more, 
but it ends.up looking like a lame version of 
Extreme-G (except in this game you can fly). 
The graphics may be decent and the music 
catchy, but that just doesn’t cut it. On top of 
thisythe computer Al is a bit on the hard side. 
Maybe some power-ups would’ve helped 


along with less horizon pop-up. Shawn 
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\ the game. Also—no instant replay. 
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ALL-STAR BASEBALL "99 


Divelaner Aeclaitn Studios — 


Because of my displeasure with NFL QB Club 
’98 last fall, | was a little worried about how 
All-Star ’99 would turn out. Well now that I’ve 
played the daylights out of it, I’m glad to tell 
you that this time, Acclaim’s got a real winner 
on their hands. So far, ASB ’99 is my favorite 
baseball game this year on any of the home 
systems (though to be fair, we haven’t 
received a finished copy of Griffey yet—look 
for a review next issue). The game is packed 
with everything baseball fans want —beauti- 
ful hi-res graphics and superb animation (for 
the most part—occasionally some anima- 
tions are inexplicably choppy), backed with 
solid, realistic gameplay and a wealth of 
stats and options, including one that we 
know Griffey lacks—Create A Player. The 
game controls really well aside from baserun- 
ner control, which took me awhile to get used 
to. The batter/pitcher interface in particular 
is very nicely done (being able to see a bat- 
ter’s hot and-cold zones is great); and the 
computer Al is really good — almost too good, 
in fact, My only gripes are that some of the 
game’s physics are a bit weird (the ball trav- 
els to the wali.far too quickly, Some runners 
are too fast, etc.), and the batter animations 
at the plate are way overdone. Also, 4P play 
isn’t as fun as you’deexpect. Still, overall I’m 


very pleased with this game. John R 


W All-Star has good depth and very intuitive 


gameplay, It’s tough to master especially 
the batting interface — but the rewards are 
great. Animation is as smooth and life-like 

as I’ve seen in a baseball game (or any game 
for that matter), and more than anything else, 
it’s simply gorgeous! The hi-res graphics are 
outstanding. Downsides? The pitcher takes 
too long between pitches, which slows down 


Dean 


It feels strange to call a baseball game gor- 
geous, but there’s no other word to describe 
All-Star Baseball. Even better, it actually plays 
just as good as it looks. After many innings 
logged in, All-Star clearly stands up as a 
great-playing game in addition to being a 
pretty accurate baseball simulation. Shy of a 
few choppy player animations.anddack of 
stadium atmosphere, All-Star is a very 
impressive baseball game. 


If all sparts games could look this good, we’d 
have no need for more powerful systems. 
All-Star ’99 is one of the best-looking games 
around. Thankfully, it also plays extremely 
well, The game’s batting/ pitching interface is 
very detaiied and well-designed. In fact, the 
entire game seems so realistic, that it may 
turn off those of you who are used to more 
home run-heavy, action-oriented baseball 
games. Baseball fans don’t miss out. Dan 
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Developer: Rare 


Banjo is the best 3D action/adventure game 
to date. Around almost every corner there’s 
something that simply floors me. For 
instance, in one level you enter a large water- 
filled room where a giant mechanical shark is 
anchored. The thing easily takes up the entire 
screen and is really awesome-looking. In 
another level, you can fly all the way to the 
top of a huge snowman and then take a sled 
down his scarf. The levels give me a feeling of 
great depth. This coupled with the interac- 
tiveness of the levels makes Banjo one to 
buy. | haven’t played a game in a long time 
that offers this much gameplay. You have to 
use all of the moves you learn in order to 
truly complete each level. There’s musical 
notes, Jingos, puzzle pieces, a number of 
minigames and adventures, characters to 
meet up with and many other objectives. 
Experienced players may beat early levels in 
less than an hour each, but beginners will 
definitely take a lot longer. With nine levels of 
modest size, the game is a formidable oppo- 
nent. The graphics are easily the best on the 
system, and the music is a lot of fun. The 
sound effects on the other hand are just 
damned annoying by the fourth level oF So. 
Why the’game is so sickeningly.cute | don’t 
know, but it’s nonetheless the best. game in 
the genre by far. GO on and buy it! Shawn 


What Rare has delivered here is solid-gold 
gameplay—better, even, than Mario 64. The 
dual-character dynamic is ingenious, the fog- 
free graphics are flawless (the N64’s,best), 
later stages are superbly challenging and the 
amount of things to do and secrets to discov- 
er is immense— almost daunting. You’tt 
spend a long time lost in B-K’s world if you 
want to perfect each level. But you'll spend 


time fighting the camera, too. Cris in 


B-K’s graphics are truly beautiful and the 
game design is just exquisite. The sense of 
enormous scale is incredible and the sheer 
number of available objectives within each 
level probably outdoes any other game out 
there (even Mario). So is it the perfect game? 
No. There are two problems—one creative 

and one'technical: 1) Banjo himself is a tough 
character to really care about, and 2) Camera 
Al is frustratingly bad sometimes. John D 


Simply put, Banjo-Kazooie is wonderful. It’s 
grand, it’s beautiful, it’s addicting and most 
importantly, it’s fun. The game is bigger and 
better-looking than Mario 64. It gives you so 
much more to do in terms of gameplay, explo- 
ration, secrets and technique. The challenge 
level is pretty high in some stages (almost to 
the point of frustration becauseyyou have to 
recotlect items if you die). Overall, exquisite 
game design. This is a must-buy. 
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Another N64 fighting game, and yet another 
mediocre review. What the hell is going on? 
Although superficially a fairly original look at 
the whole fighting genre, the end result with 
Bio F.R.E.A.K.S. is little more than a 3D take 
on Rise of the Robots mixed with a splash of 
War Gods and added gore. The graphics are 
pretty slick throughout and there are some 
nice touches; interactive meat-grinder 
scenery and bodily dismemberment both 
represent wholesome entertainment values, 
but unfortunately the game is marred by 
Sloppy controls and dull gameplay. As with 
many games on the system, Bio F.R.E.A.K.S 
is partially let down by the fact that the N64 
controller just isn’t designed for this kind of 
thing, but the troubles run far deeper than 
that. I’ve always had my doubts about fight- 
ing games with guns. Projectile attacks are 
fine when used in a Street Fighter style, but 
having an easily accessible machine gun/ 
rocket launcher/laser just makes for cheap 
gameplay. Sure you can blow someone’s 
arm off and watch the blood run down the 
screen...but so what? It makes building Up 
combos fairly easy, but it doesn’t sit well with 
the clumsy punch-and-kick combat. Only a 
couple of the characters feel right, and ironi- 
cally they're the ones/without the ranged 
weapons, Another one to avoid, John NY) 


Bio F.R.E.A.K.S. is a spastic fighting game on 
steroids, It'Spumped up full of more special 
moves than you'll ever need. You could spend 
a great deal of time memorizing all these 
moves, but you'll find: 1.) A lot of them are 
useless, and 2.) A few of them are too useful 
(i.e., they are cheap). This game is devoid of 
any real technique and only serves its pur- 
pose asa flashy and particularly bloody 
brawler. Slightly fun...totally mindless. Da 


| really like the characters and the ability to 
fly around in Bio F.R.E.A.K.S., but I’m afraid 
those features just aren’t enough, The ficht- 
ing is far.too sluggish, and as good as, the 
graphics look, they often have this awkward 
chunkiness to them. The amount of speech 
they put onto the cart is quite impressive but 
even still, that isn’t enough. Qverall I’d buy 
this cart at a low price, but a few rentals is 


definitely a better idea. Shawn 


Button-mashing, cheap, simple-combo, crap- 
py, 3D-splattering trash. The easily activated 
weapons ruin Bio’s gameplay and the blood 
and gore just seem to be a cheap way of cov- 
ering up the fact that the gameplay is terri- 
ble. Sure, you can jump around all over the 
place and there.are some nice blocking 
moves, but at the end of the day this will 
seriously frustrate anyone who considers 


De = Sie zi 


him/herself a true fighting game fan. Sushi 
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VEST 


Developer: DMA Design . 


This game has maintained a positive buzz 
since it was first previewed way back before 
the N64’s launch. But is Body Harvest worth 
the incredibly long wait? You bet. It may not 
be the best-looking N64 game, and it does 
drag at times, but Body Harvest still delivers 
an epic experience that’s part shooter, part 
driving/flying game, with some RPG bits 
thrown in. Man, this game is huge! Your 
time-traveling hero trods through four conti- 
nent-size levels, each set at different points 
in the 20th century and divided into several 
Stages (with a final Boss level set ona 
comet). The stages in turn are packed with 
objectives—such as rescuing stranded peo- 
ple with a boat or tracking down scattered 
pieces of an ancient artifact. All the while 
you're battling hordes of Starship Troopers- 
esque aliens. And while your guy’s weapons 
are cool, it’s the vehicles he can tool around 
in that really keeps things interesting. As in 
thevAmiga Classic Midwinter, youcan com- 
mandeer cars, trucks, tanks, boats, heli- 
copters, planes, motorcycles—more vehicles 
than | can count. Control is ideal, too, making 
it-easy to drive in one direction and shoot in 
another. The movie-quality music is first-rate 
for an N64 game. Only the RPG side — which 
has you talking to townspeople, digging 


’ through chests, etc.—is ho-hum, 


There’s something incredibly groovy about a 
game where you can say, “Hey wouldn’t it. be 
really cool if you could do this...” and then 
you try it...and you can! Jump in fire trucks, 
jeeps, cars, motorbikes, whatever, The sheer 
scope and scale is unbelievable and the inte- 
gration of the different gameplay elements — 
shooting, driving, role-playing, etc. is seam- 
lessvand transparent. An ambitious game 


that’s well worth the long wait. John D 


Sure, the graphics in Body Harvest may be a 
bitydull and somewhat dated, but the game 
gives you ALOT of stuff to do, That’s what | 
like about it. Complementing that are the 
cool mission objectives and balanced level 
progression (even though most of the levels 
are hard as hell). Being able to get into any 
vehicle you come across is a great feature. 
BH may be a little stappy in its overall look, 


but it’s a very interesting game. Shawn 


Right off the bat, | have to say that Body 
Harvest’s RPG: bits are weak, which is too 
bad, considering that the addition of these 
elements is supposedly why the game spent 
so long in development. Otherwise though, 
it’s a kick-ass, intriguing shooter with an 
amazing assortment of vehicles to drive and 
fly through the enormous worlds. It may look 
like a first-generation N64. game, but don’t let 
that fool you— BH is very cool. 


ee ypiseeseatece ir best ishesont 


siakejd JO A2quINN 


° 
° 


as 


ES REESE PEER 


S8}1Y2A JO UAWOSsy asn}H :a4n}zea4 ysaqg 


$}UAW2}J Ody YAM :24N}ea4 SION 


BOMBERMAN HERO 


Here’s what | don’t understand about 
Bomberman Hero: It’s a Bomberman game 
with no Multiplayer Mode. Bomberman isn’t 
really known for being a magnificent one- 
player game, so why make a game focusing 
on just that? It’s no secret to anyone who has 
ever played a Bomberman game that the 
One-player Modes are only slightly above- 
average, If that. The fun lies within the 
Multiplayer Mode. Unfortunately, Bomber- 
man Hero Is average at best—it isn’t even as 
good as most of its predecessors’ 1P Modes. 
Yeah, | may have had moderate fun playing 
through the game, collecting power-ups and 
blowing up enemies, but before long | was 
bored. Then the levels came along where 
Bomberman uses a jetpack or a submarine, 
but even those got old fast. | thought maybe 
the graphics would be good, with maybe 
some nice textures or effects. Nope. The 
sound? Maybe that would be fancy, too. 
Nope. Overall, this game is a major disap- 
pointment. Tjust can’t see spending my hatd- 
@arned cash on something so mediocre. All 
you do in the game is walk around, blow up 
enemies, find stuff, blow up more enemies 
and find the exit. If you’re a fan of the B-Man 
and.have some extra cash laying around, look 
into Bomberman Hero, Otherwise, don’t even 
bother. It’s a rental, at best. Shawn 


Bomberman Hero is fantastic—as long as you 
havent hit puberty yet. The game’s ultra-car- 
toony graphics and, for the most part, easy 
gameplay.may turn off older gamers...hat’s 
not to say you should steer clear, The perfor- 
mance-rating system and collectible items up 
the replay, and this is a fun little adventure if 
you’re between games. The lack of multiplay- 
er is a drag, especially after the disappointing 
Battle Mode tn Bomberman 64. @fisnj 


Bomberman Hero is a solid 3D platformer 
that’s less challenging than its predecessor 
(Bomberman 64), but ultimately more fun to 
play. The/different vehicles you control are 
cool, but in the end it’s the main exploration 
stuff that’s the most fun. The graphics are 

nice (watch out for fog, though) and the 

musi¢ i$ upbeat and catchy (typical of B-man 
games). There’s juSt one key thing-missing — 
where's the multiplayer play?! John 4 


| can accept the fact that not all Bomberman 
games have'to be multiplayer. (Hey, four- 
player Bomberman 64 wasn’t/that great — 
better to just concentrate on a solid one- - 
player experience.) But he’s such a cool little 
dude with such unique skills, he should’ve 
been put in a 3D game comparable in quality 
and depth to Mario 64 or Banjo. This game is 
too simple and straightforward. It may be 
better suited for younger gamers. Dan 
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BUCK —a 


Developer: Argonaut 
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| was very keen on Buck Bumble when | first 
played it at E3 this year. The premise of con- 
trolling a cyborg bee, blasting mutant insect 
invaders out of the sky was intriguing to me. 
It seemed like a cool game, kind of a Star 
Fox-meets-PilotWings hybrid or something. 
Well, as it turns out, that’s basically what it 
is, only it’s a lot harder than it looks. The mis- 
sions start out simple enough—blast a few 
squadrons of wasps, blow up some radar 
sites, etc. But then the objectives become a 
lot more intense. The problem isn’t in the dif- 
ficulty of the missions but rather the frustra- 
tion factor involved. Targeting and destroying 
enemies with the tiny gun sight is really 
tough. Add to that the frustration of dying in 
the middle of a level and having to start over 
and over again...it drives you nuts. But it’s 
the kind of craziness that makes you wanna 
keep trying until you blow the @#$% out of 
those mutant insect jerks. So basically it’s 
tough, but in a good way. | still think it'would 
be better if the weapons had a bigger impact. 
Plus two- -player i is pretty useless, The Buck 
Battle turns into a never-ending game ofitag, 
while Buzz ball is very limited. | mean, it’s a 
one-OM-One soccer match! Overall, Buck ig the 
kind of game that’ll keep you locked in until 
M you finally beat itybutafter that you ay 
won't pick it up again. Lo Dean 
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| really wanted to like this game. I think Buck 
Bumble’is a’very cool character and he (it?) 
would make an excellent mascot. But the 
gaime isn’t terribly exciting. Admittedly, it’s 
fun flying’atound open worlds asa tiny 
insect, but the stages are pretty bland in © 
design. The two-player head-to-head game 
had potential, but it’s too difficult to hit your 
| ZiPpy Opponents (and with no radar, it’s a 

pain tracking him or her down). Dan 


It ain’t mind-blowing, but Buck Bumble’s stil 
a decent shooter that really grows on you 
once you get a few levels under your belt. ’ 
The massive outdoor environments (as,well i 
as indoor Sewer and hive areas) are a blast to : 
zip through, even if they’re too fogey and 
plagued by repetitive textures. You'll face a 
ne variety of missions, and-control is pretty 
@ tight. The novel two- “player Soccer Mode is 
i inna but Deathmatch ts dull. 
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Buck Bumble could’ve been a hit, but I’m 
afraid the overall package is a little too 
sloppy for me. The graphics are overly soft, 
thé draw-in is poor, and the fagging is.a bit 
too noticeable. Yeah, Buck Bumble features)a 
cool main character, interesting levels, some 
nice Two-player Modes and decent mission 
Structure, but overall |’m not thateimpressed. 
It's definitely one to check out, but | wouldn’t 
go as far as to spend $60 on it. Shawn 
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AN BAM’3 for the PS or Saturn instead. 


After reviewing Bust-A-Move 3 on the Saturn 
a few months ago, it feels a little odd to play 
a newly released Bust-A-Move 2 on the N64. 
Even though it is a little old, the lack of puz- 
zle games on this system makes Acclaim’s 
decision to bring BAM 2 a sound one. Even 
better, BAM 2 just happens to be a very 
addictive puzzle game that just about anyone 
can learn (if my mom can play this game reli- 
giously, damn near anyone can!). Now, 
launching bubbles to match them up and 
make them explode may not seem like a 
rousing concept, but once you learn the 
game, you'll find that there’s plenty of tech- 
nique involved. There are a few different 
game modes (including Two-player and a 
Time Attack) that give the game some wel- 
come variety, but Acclaim should have added 
a few more. It certainly wouldn’t have been 
too hard to do, especially since BAM 3 has so 
many great ones. Graphically, BAM 2 is iden- 
ti€al tothe arcade (hence the Arcade Edition 
name), which is to say it’s very colorful and 
anime-esque. And if you’re/curious, it is much 
sharper than the PS version, and the music 
and sounds are better too, If you’re looking 
for a puzzle game, | strongly recommend giv- 
ing Bust-A-Move 2 a try. It’s not as complex 
Or graphically impressive as Say, Tetrisphere, 
but it €an be just as addictive. Krai 


I’ve never been a huge fan of the Bust-A- 
Move series. | don’t consider them “real” 
puzzle games (they don’t require too much 
thougnt...just good aim). To make matters 
worse, any 2 is 2 years old, and it’s an exact 
port. Acclaim should’ve added a few new 
features. This is an old chapter of an aging 
series. If the N64 is your only-system, then 
this maybe worth your money, If not, get 


’ll tell you something about Bust-A-Move 
2..athere have been occasions where my wife 
and | have settled arguments with it. That’s 
what a fantastically competitive experience it 
is. Who’s doing the cleaning up? First one to 
10 gets to sit around while the other slaves. 
It’s such a playable game and anyone can get 
to gripswith it. Even the irritating music has 

a certain charm. If you don’t already own a 
version on some system, buy it. Johin HW) 


If you can overlook the lack of anything inter- 
esting of new in this rehash of BAM, it’s 

worth the purchase (especially since you 
can’tfind it anywhere for the PS). But.there’s 
still a lot of room for improvement. Why 
couldn’t they have added neat effects, a new 
soundtrack or polygonal graphics? |’m sure 
the N64 could’ve handled mostyanything they 
added. The price may be reasonable but | stil! 
don’t think it’s much of a value. Shawn 
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_ CHOPPER ATTACK 


Developer: Seta 


Essentially a really, really poor man’s Soviet 
Strike —with some Black Dawn thrown in— 
Chopper Attack is a horrid, uninspired shoot- 
er that delivers a teaspoon of eye-candy with 
gallons of frustration. Other than the pretty 
explosions, there’s really nothing about this 
game | like. Control is terrible. The perspec- 
tive makes it difficult to aim your machine 
gun (despite the three camera views). And 
although you can choose from eight heli- 
copters—each with different flight character- 
istics —they all handle horribly and much too 
Slowly. In fact, the entire game seems to run 
Slow. It’s not that the frame-rate is choppy; 
it’s just that everything in Chopper Attack— 
enemy helicopters, tanks, missiles, etc. —all 
seem to just drift everywhere, as if stuck in 
slow motion. As in the Strike series, Chopper 
Attack sends you out on different missions, 
although none of them is particularly excit- 
ing. One has you blasting open prison cells to 
rescue POWs, another has you défending the 
president’s plane. But the landscapes are so 
nondescript (except for some ¢anyon areas) 
and thegameplay is so slow and monoto- 
nous,that you’re likely to grow tired Of the — 
game by the third mission. Add to that some 
truly Bad music (which you should.switeh off 
immediately), and you have all the makings of 
a game | do not want to play. Cris in 


| like this game for its destructive appeal 
alone. Yes it's cheesy and unrealistic but 
then’again it’s not trying to be serious. The 
selection of “unique” choppers is evidence 
enough-of that. Game controls are very easy 
to master, as are the simple mission on 
tives. | like the progression of difficulty as 
well. One drawback: The game’s arcade-like 
mentality limits the teplay, value, As a mind- 
less destruction fest, it’s not bad. Dean 


If you like EA’s Strike series, you might get a 
kick out of Chopper Attack —for just a little 
while. There isn’t a whole lot to it, and many 
of the gameplay mechanics are flawed (it’s 
very hard to aim up or down), but there is. 
something inherently fun about unloading 
tons of firepower into houses and other vul- 
nerable targets. The game is.easy’to get into, 
and it makes for a good rental because you’l| 
probably beat it within a day or so. Kraig 


| liked Chopper Attack at first. It’s got a lot of 
explosions, weapons, helicopters...you know, 
cool action movie kind of stuff. But the more 

| played it, the more | realized it’s not.a very 
good game. Tlie interfaces are plain sloppy, 
the music and sound effects are downright __ 
lame, and the missions are a tad repetitious. 
Ferthase who want a decent.action game __ 
and nothing more, Chopper Attack may be _ 
one to look into. Still, rent it first. Shawn 
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YOUW VE GOT TO HAVE A LOT OF BALLS 
TO PLAY A GAME THIS REAL 


(SIXTEEN TO BE EXACT) 


"Virtual Pool ... is the 

absolute, incontrovertibly 

best, most believable 

pool simulation available 

for any platform.” - GameWEEK 


«...Play ultra-realistic pool, 
without the risk of getting 
hustled...” - |IGN64.com 


Master mind-blowing trick shots that 
would rival any seasoned pool shark! 


rirtual Pool 64™ puts 

incredible touch and- = 

W@W precision in your hands. With 

unsurpassed, ultra-real physics, you'll control - <x 
ra Real Physics make WR Pool 64- 

: the epewer behind wae break, ti andtrickshot! | as close to the real thingiasitgets! 
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ae ogoes are trademarks of boca y Productions. All rights reserved. Exclusively!s licensed and distributed by interplay Productions. 
foment, pies, ncense with oe Productions. © 1998 Crave Entertainment, Inc. All rights reserved. Nintendo and the “N” logo are 
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Although this “Sculptor’s Cut” version of Clay These Cruis’n games should be reviewed ina When will | be able to sit down and challenge 


p-| :saakeyg 40 saquinn 


Fighter 63 1/3 has some fun additions by way 
of new characters, interface and overall pack- 
age, it still doesn’t do much for me. But that’s 
OK since the cart is for rental only. That’s 
right, you don’t have to go out and buy this 
game for $50 or $60—it’s as simple as going 
to your local Blockbuster and paying $3 fora 
few nights of play time. With that said, by all 
means go and check it out, especially if 
you’re a fan of the series. If you’re not, 
Sculptor’s Cut won’t change things for you. 
One strange thing I’ve noticed is the frame- 
rate on this version. In some areas, it seems 
like the original version actually runs a bit 
faster than its rental counterpart. Still, the 
animation remains choppy and the character 
graphics are a bit rough. Other graphics, such 
as the ones in the intro and the 3D arenas, 
look really nice. If you’re into fighting games 
with a sense of humor then Sculptor’s Cut is 
for you, but don’t go into this game thinking 
it's going to replace Street Fighter. Sculptor’s 
Cut, just like every other CF game, is all about 
laughs. Characters spout wacky catch-phras- 
es, dozens of themed items fly from you or 
your opponent when you’re hit (i.e., chop- 
Sticks.from Kung Pow) and combas have 
some truly ridiculous names. If you're a CF 


fan, go ahead and give it a rent. Shawn 
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| got my fill of clayfighting from the regular 
edition of this game, so it was hard for meto 
get worked up over this for-rent-only update. 
Sure, you.get some new characters and fanci- 
er backgrounds, but the game’s still plagued 
by ultra-jerky animation and goofball one- 
liners that get old quick (despite the excel- 
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special category: The cheesy, anti-sim arcade 
category. Cruis’n World is the kind of racing 
game you pull out when you gotta play a 
“non-gamer” —maybe your dad, or an uncle 
or your pastor. It’s so damn simple and car- 
toon-like a chimp could master it. Now is that 
a bad thing? Only if you’re expecting a fancy 
sim like Formula One or NASCAR 99 or some- 
thing. Otherwise it is what it is—a simple, no- 
frills arcade racing game. Normally | shun 
such fare but | found myself getting excited 
over this one. It’s a whole new game—any 
similarities to the original Cruis’n are merely 
cosmetic. Believe me, | wouldn’t get into any 
racing game that used the old Cruis’n USA 
engine. The frame-rate is really good and the 
speed simulation is better than a lot of N64 
racing games currently on the market. Four- 
player is kind of slow, but not terrible. A lot of 
different cars are available, including a three- 
wheeled Cushman and a couple ATVS, Of the 
road:they all perform about the same, so it 
doesn’t really matter what you drive. Overall 
what I really like is the racing gameplay, It’s 
just challenging enough to keep your atten- 
tion. My biggest complaint, however, is the 
cheap, predictable opponent Al. They’ tt 
nudge you out in the last.few yards of a race 
a lot. NO FAIR! Otherwise, it’s OK. 


Cruis’n World outperforms the decidedly 
lame original in nearly every way. The con- 
trol, graphics and frame-rate are all much 
improved (but sorry, sickos—you still. can’t 
run down the animals). | especially like the 
wheelies, flips and other stunts you can pull 
off to leap over multicar pileups. Arcade 
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a fellow ninja to a good fighting game on the 
N64? Deadly Arts starts out with flash but 
quickly fizzles. Graphically, the game isn’t all 
that bad. The polygon builds are nice and the 
presentation of the stages (especially before 
a match) are impressive. Where the game 
falls flat is in the horrendous play control 

and astonishingly amateur game design. 

The fighters animate like crap and the camera 
movement is pathetic. Speaking of the fight- 
ers, they have an incredibly generic design to 
them: Aside from one or two female charac- 
ters who look average at best, the cast of 
characters in Deadly Arts is about as exciting 
as getting a root canal. If there is a bright side 
to the game, it’s in the Create-a-Fighter Mode. 
The ability to customize your characters is 
always fun and the possible variations are 
enough to keep you occupied for a while — 
that is until you have to train your newbies 
and subject yourself to the game’s wonderful 
play mechanics (sarcasm, kids). With more 
development time, Deadly Arts could easily 
have been a decent fighter. Instead it’s proba- 
bly one of the top-five worst fighting games 
I’ve ever played. This is not at all representa- 
tive of what | know Konami is capable of, and 
it only Serves to.increase my frustration with 
the N64’s lack of decent fighters. Sushi 


This is the worst N64 game | have ever 
played. Bad technology: Polygon dropout, 
sluggish animation, buggy camera angles, 
horrible graphics...bad gameplay: piss-poor 
contrals, retarded moves, three buttons 
(punch, kick and guard), bad collision detec- 
tion, choppy movements. | Swear this piece 
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lent-voice acting). If you’re looking for an 
easy-to-get-into fighter to toy with during a 
weekend, by all means rent it. 


Mode Is too easy, but at least this: time you 
get a challenging Championship Mode to 
keep up your interest for a while. 


of utter crap must’ve been programmed in 
BASIC. | have NEVER seen a fighting game 
this bad. Please rent it for a good laugh. Dan 
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| probably would’ve given CF Sculptor’s Cut 

an even lower score if it weren’t for the fact 
that the game is available only for rent and 
won't cost.you too much money to play. It’s 
basically what the first Clay Fighter should’ve 
been (additional characters, better back- 
grounds, é@t¢.), yet somehow the animation is 
evenworse Off this time. It wasfunny the first 
time around, but the jokes are old now and 
the new stuffisn’t quiteenough. John R 
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The Cruis’n games aren’t about technique or 
excitement—they are about good ol’-fashion 
arcade racing. Unfortunately, thase two ingre- 
dients are just what this game needs. You 
know the game is lacking in technique if you 
can win races without ever letting go of the 
gas button (even on expert stages). And you 
know'the excitement is non-existent when 
even four-player games draw yawns from the 
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Ouch. Deadly Arts may look nice in still 
screenshots, but don’t be fooled—this game 
is TERRIBLE. There’s nary an ounce of decent 
gameplay to be found, anywhere. The fight- 
ing engine is a joke, the controls are slug- 
gishythe animation sucks, the characters are 
ridiculously lame and the music is awful, too. 
Being able to create a fighter is cool, but the 
game is so bad it sucks the fun right out of 


the whole process. Pathetic... John i 


participants. Nice-looking, dull-playing. Dan 
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As if the N64’s fighting-game track record 
wasn’t bad enough, the kicky-punchy genre 
has hit a new low with Deadly Arts. The 
fighting engine—a no-frills copy of Dead. or 
Alive’s =i§ worse than derivative: It’s dull. The 
animation is choppy and unnatural. Control is 
far from precise. Most arenas look terrible, 
And while the Create-a-Fightemfeature is 
innovative, why bother building a character 
when the gameplay is so shoddy? @ricy in 


Call it a weakness, but I’ve always had a soft 
spot inymy Heart for this ultra-goofy fighting 
series. | thought Clay Fighter 63 1/3 was one 
ofthe funniest games ever — especially at 
parties ~and:this new version oozes more of 
the oddball humor | crave. |t still suffers from 
the same problems of the original—namely, 
choppy animation, jarring scene:transitions 
and weak one-player play, But the fighting 


engine is still quite solid. Sushi 


Cruis’n World Is far from being my favorite 
N64 racer, but | have to admit, I like it a heck 
of a tot more than | did the original. The 
graphics. are nicer (and a lot smoother), the 
music ig actually tolerable this time, and the 
Championship Mode makes for a nice addi- 
tion to the game. The controlis tight, too. My 
biggest complaint is that the 4P Mode (which 
is also very smooth, by the way) isn’t nearly 


as exciting as it should be. John R 
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F-1 WORLD GRAND ) PRIX 


IRVIN £ 
_ TAG HEVER orsicrat NING 


If you’ve been complainin’ about the N64’s 
lack of a “real” racing sim (like | have), it’s 
time to rest your jaws. F-1 WGP is the most 
detailed, graphically correct racing game to 
grace the N6q to date. Now the flipside—you 
really gotta like in-depth sims to appreciate 
the ins and outs of this one. Those interested 
in quick, arcade-style fun should look else- 
where because F-1 WGP could take a long 
time to master. In fact, maybe too long. My 
frustration level peaked several times while 
trying to win some of the more demanding 
tracks. The most maddening thing? Watching 
the competition fly by after the slightest dri- 
ving error on my part. Another odd thing is 
that the vehicles have a tendency to power- 
Slide through corners. This is very uncharac 
teristic of an F-1 car, plus it kinda blows the 
sim image out the window. But then again, is 
that so bad? Those who’ve played Psygnosis’ 
F-1 games can attest to the frustration that 
comes with ultra-correct cornering. Afterall, 
even realistic racing games should be fun at 
least On some level. On a different note, the 
frame-rate is a little slow, most likely due to 
the ambitious-graphics. Yet in the end, even 
with its contradictory elements, F-1 WGPis 
still a fine game with a lot of solid features 
and replay appeal. It should be mentioned 


@ that 2P play is very cool, too. Dean 


F-1 World Grand Prix is an infinitely better F-1 
racing sim than last year’s Fi Pole Position. 
The controls are Superb, the graphics are far 
Superior, there are more options to.choose 
from and overall, the gameplay is just much 
better, F-a racing is another style of racing 
that I’m not a big fan of in the real world, but | 
have to say, WGP is definitely the best F-1- 
style game I’ve played. Be sure to check out 
the very cool Challenge Mode. 


If you’ve ever wondered what an F-1 track 
looks like shrouded in mist...now’s your 
chance. Despite this though, F-a WGP tooks 
absolutely gorgeous (rivaling 3D PC titles) 
and is probably in a pretty good position to 
boast the title of best N64 racing game. The 
dopey opponent Al won’t win any awards, 
and the controls leave a little tobe desired, 
but on the whole, this is a comprehensive 
and extremely competent racer. 


Right out of the gate, F-1 WGP earns marks 
for filling in the needs of racing simulation 
fans who own an N64. The game is definitely 
challenging, and offers two lengthy Season 
Modes that will take many hours to master. 
The controls aren’t quite as smooth as I’d 
have liked and the frame-rate is a bit off as 
well, but all things considered, F-1 is an 
enjoyable racer that fans of Formula 1 racing 
will definitely want to check out. Sushi 
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F-ZERO X 


Developer: Nintendo 


Getting tired of all the me-too crap games 
being released for the N64? Starting to really 
miss the glory days of the Super NES when 
all of NCL’s games were just so good that 
you'd give anything to get your hands on 
them? Well, I’m happy to say that F-Zero X is 
one of the few N64 games that lives up to 
those old standards in every way. The only 
downside to the game (which really doesn’t 
bother me at all, but may annoy some of you) 
is that the background graphics are for the 
most part...well, nonexistent. But once you 
get to playing the game, with its silky-smooth 
60fps movement, incredible track designs 
and extremely well-balanced gameplay, you’ll 
forget all about the backgrounds. It’s nice to 
see a game with so much depth (30 cars, 24 
tracks not counting the X Cup, an excellent 
Multiplayer Mode and a super-cool Death 
Race Mode), especially after the ridiculously 
simple Yoshi’s Story. Even the music is really 
good, with some excellent remixes of the old 
F-Zero tunes (that main theme has always 
been a favorite of mine). It’s too bad we'll 
probably never get to see the Track Editor 
from the 64DD add-on (the DD seems to be 
just about dead here...thank God), but other- 
wise this game’s got everything an F-Zero 
fan could ask for. Good job, Nintendo. Now 
where the heck is Metroid 64? John R 


Once again, Nintendo has masterfully updat- 
ed.one of its 16-Bit classics. F-Zero Xis a 
super-fast, super-intense racer—an equal 
mix of style and solid gameplay. There’s just 
something totally cool about zipping around 
its wild tracks with 29 other racers jockeying 
for position all around you. You get a decent 
amount.of tracks and lots of cars to open, 
and the randomly generated X Cup COUTSeS — 
keep multiplayer racing fresh. 


@ [he original F-Zero still stands as one of my 


all-time favorite games, so it’s fantastic to 

see that Nintendo has captured the essence 
of what made it So great. The graphics may 
be simple, but they’re smooth and the action 
is fast and that’s what’s most important here. 
If you play it hard enough and reach the top 
race class, the random track generation 
makes for one of the finest multiplayer racing 
games ever. A classic, for sure. John D 


Besides being a solid racer and doing the 
original Super NES version justice, F-Zero X 
is thankfully one hell of a challenge. Some 
of the courses Seem downright impossible, 
but somehow—after what seems like a zillion 
attempts —you secure first place. Graphically, 
| could’ve been more impressed, but | guess 
if they’re going for an old-school look | can 
understand. Lastly, the Four-player Vs. Mode 


is one hell of a blast. Shawn 
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Developer: Imagineer 


This is the best fighting game on the N6q. 
What’s the catch? The N6zq is full of crappy 
fighting games. On its own merits, Fighter’s 
Destiny is not a bad game. It gradually grew 
on me the more | played it. It’s very different 
from anything you’ve seen before. My favorite 
part of the game is its scoring system. 
Instead of winning rounds by depleting your 
Opponent’s energy, you have to win by scor- 
ing acertain amount of points. This one 
feature is enough to hold my interest in this 
game longer than most others (since these 
points are determined by how you bring 
down your foe: choke, throw, ring-out, knock- 
Out, special move or judge’s decision). | 
almost feel like I’m playing a wrestling ora 
boxing game, rather than a Street Fighter 
clone. | also love the way the game lets you 
learn new moves (and save them) for over- 
coming certain challenges. A few faults, how- 
ever, hold this fighter back. First, | don’t like 
the actual fighting engine. Although you get a 
ton of very cool moves, they are all executed 
with only.two Attack buttons (making a lot of 
the game a button-mashing contest). Second, 
Slowdown and the occasional pause (espe- 
cially after throws) interrupt the flow of the 
game. The counters and throw escapes are 
cool, but the few problems keep this game 
from scoring too high. Dan 


While it’s nothing revolutionary, Fighter’s 
Destiny does have a few innovations —name- 
ly, acustomizable point-scoring system and 
the ability to learn new moves by beating a 
master Boss. lts simple fighting engine lets 
you pull off a lot of moves, throws and coun- 
ters, but matches can get boring when you 

pit two throw-happy grapplers against each 
other. The graphics and character designs are 
dull, with lots of slowdown. Cris in 


I’m not sure where “destiny” plays a part in 
this knock-down fighter, but it’s a very 
respectable game in my book. | like the inno- 
vative gameplay engine, using a point system 
rather than just energy bars. Of course, you 
can play the standard-fare fighting style, but 
you'll enjoy the fresh challenge provided by 
the unique engine. | only wishthe fighters 
were cleaned up a bit with more polygons 

and better-looking costumes. Sushi 


Fighter’s Destiny is the first fighting game for 
the N64 that’s decent. What really bothers:sme 
about this game, and perhaps I’m spoiled by 
the luxury of CD-ROM, is that the voices are 
muffled-and rather ’8os in nature (Party 
on!”). The graphics are average at best, with 
that N64 static look to them, a look |’m tiring 
of. There are tons of options and it’s gota 
good Two-player Mode, but it lacks that extra 


pu to make it a — po — Chris 
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FLYING DRAGON 


Developer: Culture Brain 
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You have to kind of admire Culture Brain for 
trying to do something different with the 
fighting genre. Unfortunately though, in try- 
ing to produce something that has a little bit 
of everything (“Flying Dragon is ALL fighting 
games In one!” proclaims the press release), 
Culture Brain has somehow managed to 
instead produce something which fails to 
excel in any area. It’s a 3D fighting game, and 
a 2D fighting game...only both modes look 
virtually identical. It has “proper” characters 
and super-deformed characters. It offers 
Tournament Modes for up to eight players 
(also team play) and a Story Mode...and each 
of these offer more features than most fight- 
ing games. The most important and ambi- 
tious feature of the game though is the 
Monster Maker-esque character development 
found in the Super-deformed game. Winning 
fights provides credits which can be used to 
purchase and upgrade more than 200 pieces 
of,equipment.,Building up this gear makes’a 
fighter more powerful...and a more formida- 
ble fighter when taken back to the tourna- 
ments.(py saving to a Controller Pak). You 
can Customize.controls, you can use combos, 
specials and counters...you name it. Shame it 
looks, sounds and plays like a real dog, The 
animation is appalling, and gameplay-wise — 
this really ain’t no Tekken or VF. John D 


Flying Dragon’s “all things to everyone” idea 
has fallen on its face. The 2D Mode looks just 
like the 3D Mode! The fighting is imprecise 
and sloppy with lots of cheap stuff, little 
technique and a lot of button mashing. The 

SD Mode js standard fare, only slightly more 
tolerable.due to.its building appeal. But the 
treasures are inane —special headbands, loin 
cloths, etc, that enable better throwing!? 
C’mon. A $6-s0 fighter for the N64. Dean 
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| hate to.dump on Flying Dragon, since it 
adds new tricks to the fighting-game mix, but 
the game plays, looks and sounds so darn 
terrible. The simplistic fighting engine is a 
cinch for button-mashers to master. Aside 
from a few counters, there’s not much tech- 
nique here, And while control is precise, the 
awfulcollision detection makes some attacks 
seemingly a matter of luck. Too bad; many of 
the'game’s modes are cool ideas. Opigg 


The idea of building up a fighting game char- 
acter RPG-Sstyle.is certainly ambitious andd’m 
surprised no one has tried it before. Flying 
Dragon has to be commended for trying 
something new, but at the end of the day this 
really isn’t an’/enjoyable game. The controls 
are bad, the presentation is terrible and 

whem all is said and done the whole thing 
comes across as being something of a joke. 
Another bad Né6z fighting game. Sigh. Sushi 
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A much better and more fun. 


FORSAKEN 64 


Developer: Acclaim Studios 


With its colored-lighting effects, fantastic 
futuristic environments and 30 fps fluidity, 
Forsaken 64 is a fine game to look at. If only 
its gameplay were as spectacular. It’s not that 
the control is bad; the N6q joypad is well- 
suited to this type of dash-in-all-directions 
action. It’s just that this Descent clone gets 
repetitive —and difficult—far too quickly. 
Missions mainly come in three varieties: kill 
all the enemies, collect items or take out 
Bosses. The occasional escort duty or bounty 
hunter duel is tossed in, but each stage 
essentially has you getting lost and blasted 
by hordes of cheap enemies (worse among 
them: the tiny fighters who nail you relent- 
lessly with lasers, no matter how much you 
zig, zag or circle strafe). You can only save 
every five to seven missions, too, making the 
loss of your last life four missions past the 
Save point poignantly frustrating. Forsaken 
does deliver plenty of missions, which are set 
up in a.branmching path similar to Star Fox,64. 
Meet certain conditions in certain missions 
and you break off into another mission path 
(beating the. game opens bonus Play Modes, 
too), The Multiplayer Modes (deathmatch 
variants only—no cooperative) are a tad 
disappointing; although frame-rate remains 
reasonably smoothyit’s’hard to distinguish 
other players from power-ups. 


Although the idea behind this game may 
sound.a bit dull (finding your way through a 
number of underground facilities), Forsaken 
64 1 Surprisingly decent. Problem fs, the 
game is tidiculously hard due to lack of save 
points. Still, the graphics are awesome, the 
frame-rate is high and the levels are vast. The 
Four-player Mode is more confusing than it 
is anything else — the Two-player Mode is 


Shawn 


| would’ve.liked to have seen some more 
involved gameplay here. The StarFox-esque 
branched missions offer too little too late. 
Mast of the levels are very combat-oriented 
with few’ puzzles to break up the chase-and- 
shoot gameplay. Enemy Al is a bit dumb 
throughout the vanilla missions, but it makes 
a good stab at things in the mixed human vs. 
drone Multiplayer Mode. An attractive, but 
ultimately mindless experience. John D 


Forsaken is very similar to Descent, but not 
as well.designed. Sure, it looks fancier 
(thanks to oodles of lighting effects), but 
once you stop gawking at the eye-candy, 
you'll become. bored with the shallow game 
underneath. There are no clever puzzles, and 
most of the action consists of trying not to 
get lost in labyrinths while dodging hordes of 
repetitious enemies. Still, it’s fun for a while, 
and it looks nice. | suggest renting it. Krai 


l 


IUUN}S :d4N}e04 JSog 


s2iydesy Bu 


S}UI0g BACS Y8NOUZ JON :asnjzeay SOM 


JOUWHE}IIEMMM 


TESTA MM AERO NES BEE OTE 


Mie ECU NM eee een 


1 AEE PTE IPT 


; going to be much better. 


GEX 64: ENTER THE GECKO 


Gex may be one of the top mascots on the 
PlayStation, but his N64 debut packs a lot of 
problems. Chief among them: the camera, 
which responds slowly when you shift it and 
is always snagging on stuff. Awkward angles 
are abundant, making some levels—namely, 
“Pain in the Asteroids” —well, a pain. | tell 
ya, the camera in Banjo-Kazooie wasn’t near- 
ly perfect, but it seems like a gift from the 
gods compared to the frequently skewed 
views of this game. The new Titanic level is a 
disappointment, too. It seems tacked on and 
isn’t nearly as fun or interesting as the other 
stages. Graphically, the game’s a mixed bag. 
Some levels are extremely sharp and color- 
ful, among the best seen in third-party N64 
games, while others are just blah. As expect- 
ed of the cartridge format, Gex’s collection 
of wise-guy one-liners has diminished dra- 
matically. Yet he still spouts off just as often, 
and the repeated quips get old really fast. All 
that said, 1 know I'll be the target of e-mail 
gripes claiming I’m biased against the N64 
because | gave the PlayStation Gex a higher 
score. Truth.is, Gex 64 is stilla fundamentally 
fun game, but 3D action titles just have a 
much higher standard to meet on the N64—a 
Standard set by Banjo-Kazooie and Super 
Mario 64. Gex 64 isn’t nearly as polished as 


MA those masterpieces, 


| can’t believe this. A 3D action-platform 
game that’s worse on the N64? Gex 64 
could’ve, would’ve, should’ve been an awe- 
some game. Unfortunately, the controls. and 
camera are horrible, making Gex 64 an exer- 
cise in frustration and confusion. If this game 
had Banjo’s or Mario’s controls and camera, 
the game would be fantastic. As itis, Gex 64 
is a great idea with great level designs, 


plagued by these glaring flaws. Dan 


| didn’t review the PlayStation version of 
Gex: EtG, and after playing the N64 one I’m 
glad. On one end of the spectrum you have 
Banjo-Kazooie —it probably gets a “Wow” 
from most people who play it. Gex 64 on the 
other hand gets an uncomfortable “Ahem.” In 
Short, this game has bad control, a horrible 
camera and a new Stage that’s best described 
as Slapped-together. | thought this one was 


Shawn 


Gex 64 isn’t a horrible game, but if you’ve 


played the PS version, the faults with this _ 
one really stand out. The camerawork is bad, 
the graphics are substandard, the voices.are 
repetitive, and so on. If you’re going to porta 
3D game from the PS to the N64 (a system 
with much, much better 3D action games), _ 
you've at least gotta match the quality of the 
original, Unfortunately, that didn’t happen 
with Enter the Gecko. Too bad. John R 
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KART RACING 
GRows Up 
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Ccrerc 
13 Penny Racers body styles and 9 hair- Nearly 100 weapons, upgrades and _ Track editor for unlimited, custom-made 4 player combat /racing mayhem to the 
_ raising courses to choose from. ___ Modifications with which tocustomize your —_— courses. Save your best creation, then extreme! 
miniature vehicle— unique cannibalization  _ power slide, barrel roll and blast your 
? system allows the winners to take vital — closest friends to the point of humiliation. 
parts from the losers. 
www.thg.com 


© 1998 TAKARA Co. Ltd. Manufactured under license by THQ INC. Penny Racers is a registered trademark of TAKARA Co. Ltd. 
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GT64: CHAMPIONSHIP EDITION 


A the score right back down. 
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This sounds lame but if you liked Ocean’s 
other N64 racing game, Multi-Racing 
Championship, then you’ll probably like what 
GT6q4 has to offer. Even if you didn’t like MRC 
you should check out GT64, but I’ll preface 
that statement by promising you that it’s not 
going to blow you away. Yeah it’s better than 
MRC—sharper graphics, deeper gameplay 
and a much more competitive racing engine 
but my contention is this: It’s hard for me to 
go busting my appendix over a racing game 
that’s programmed for the most powerful 
system out there, yet it doesn’t look or play a 
whole lot better than even Sega Rally! I’m not 
condemning GT64—I’m just bummed that a 
game made four years ago is still a bench- 
mark sim. Granted the cartridge limitations 
have a lot to do wit: that, but it still bothers 
me. OK, back to Earth. GT64 has all the fun- 
damentals in place—most importantly, good 
competitive gameplay. It’s similar to NASCAR 
in that way. It keeps drawing/you back in for 
the next race, and the next, etc. The vehicles 
drive a bit Stiff, even with adjustments, but 
frankly, you won’t notice too much. This is 
more of a “driver’s” game anyway. Hot-heads 
who power-slide every corner will never win a 
race in GT64 —it’s more about. careful braking 
and accelerating andall that. Personal rants 
aside, | can still recommend GT64. Dean 
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If you’re expecting Gran Turismo for the N64, 
forget it. This, Pll have you know, Is yet 
another middle-of-the-road racing game that 
will stand alongside the swelling ranks of 
similar titles on the N64. The graphics are 
adequate, but suffer some weird texture pop- 
up. The-sound is pathetic (the music espe- 
cially), and the opposition’s Al is predictable 
and unexciting. GT64’s Saving graceis the car 


handling...it’s surprisingly realistic. John D 


Racing games and the Nintendo 64 seem to 
go hand-in-hand. Great N64 racing games, 
however, seem to be a rarity. GT6q4 is nota 
bad game by any means. The game gives you 
several different cars to choose from, and 
they all handle extremely well. l also like the 
simple format used to customize vehicles, 
But the lack of tracks (only three and their 
long versions) and choppy frame-rate bring 


So do we finally have a good racer on the 
N64? Not here we don’t. GT 64 simply adds 

to the long list of average and below-aver- 
age racers on the system. GT has clunky 
graphics and a choppy frame-rate, the sound 
and music are annoying, and the control is 

too loose. GT may have a decent number of 
cars and options, but that’s aboutit. If you’re 
looking for more realistic racing, | would 
recommend NASCAR or F-1 WGP. Shawn 
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IGGY'S RECKIN’ BALLS 
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Developer: lg 


Even though we don’t.read each other’s 
reviews before going to print, I’ve got a pretty 
good idea that my Reckin’ Balls score’ll be 
lower than anyone else’s. I’ve already heard 
everyone’s arguments as to why they dig this 
game, but nobody’s been able to sway me on 
it—it’s just not my thing. Don’t get me wrong, 
Reckin’ Balls is hardly a bad game. Puzzle 
fans will definitely enjoy it for its depth alone 
(there are more than 100 stages, not includ- 
ing hidden stuff that | haven’t found yet). It’s 
got a pretty good Multiplayer Mode too (for 
racing), but the Battle Mode is boring and 
uninspired and nowhere near as fun as most 
N64 games’ Battle Modes. My problem is that 
the game just doesn’t do anything for me. 
The characters are lame (they’re like 
Madballs rejects with horrendous voices), the 
weapons are substandard and | just can’t find 
the fun in mindlessly grappling your way 
through level after level of endless track. It’s 
like Uniracers, but without all the cool stuff 
(the tricks, the speed, etc.). For four-player 
racing, | can slightly recommend it; for a fam- 
ily-type game that the kids might be amused 
with, | can probably recommend it a little bit 
more —but as far as “must-have” N64 games 
go, this just ain’t one of em. Not for me, any- 
way. Definitely get out and rent it if you can 
before committing to a purchase. John ie 
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| don’t get why Ricciardi doesn’t like Iggy’s 
that much. It’s one of those games that looks 
overly simplistic and boring, but once you sit 
down to play it, it really grows on you. The 
best part of the game is the excellent level 
design. Each track has a unique layout, keep- 
ing the pace frantic and the challenge level 
high. Multiplayer, as expected, is a lot of 
fun. This is no Mario Kart by any means, but 


A you should still check it out. 


This is a really weird action/racing/puzzle 
game that turned out much better than | 
thought it would. Once you learn all of the 
different techniques, the One-player Mode is 
a lot of fun—if you can ignore the repetitive 
music and lame voices. As far as the 
Multiplayer Modes go, lggy is good for two 
players, Anything higher makes the viewing 
screens too small. | advise renting this —it’s 
a game you'll either love or hate. Kraic 


| hate its characters—and | despise the 

sound effects—but otherwise Iggy’s Reckin’ 
Balts is pretty fun. Its gameplay is best 
described as a 3D take on Uniracers (minus 
the tricks), and as in that game you need to 
learn the tracks before you start having real 
fun. |RB’s fast pace makes for same confus- 
ing moments — particularly when you tangle 
with several other balls. Multiplayer racing’s 

a blast, but Battle Mode’s a bust. @rispin 
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Developer: Major A 


This may well be the finest soccer game ever 
created. As far as gameplay goes it blows 
EA’s recent FIFA exploits out of the water, 
which is saying something because World 
Cup 98 was the finest FIFA to date. So why is 
ISS ’98 so good? And why is it better than its 
also-wonderful predecessor? Well, | don’t 
think I’ve ever played a sports title where you 
feel so in control of what is happening on the 
field. The controls are virtually perfect and 
pulling off feints, lobs, one-twos, charges 
and volleys has never seemed more natural 
in a soccer title. You can even force fakes 
when taking free kicks, something I’ve never 
seen before. Add to this the incredible degree 
of control you have over the strategy your 
team plays and you have a near-perfect soc- 
cer experience. Individual players can be 
edited and given specific skills so you are 
forced to “know” your team. On top of this, 
actions you make as manager, such as chang- 
ing. captains mid-game, can alter the overall 
morale of the team. All of this isn’t just fluff 
either...the teams do behave differently in 
these situations. If | have any complaints it’s 
that the gameplay suffers a little in multi- 
player games. Two-player stuff is fine, but 
three- or four-player sessions can,.make the 
game confusing (it stows down too). This 
aside though, ISS 798 rules. 
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ISS ’98 doesn’t feature any sweeping 
improvements over |SS64, but the Al has 
been improved (especially goalie Al) and 
there are some cool new animations and 
graphical tweaks (like a vertical camera 
angle, for example). There’s some slowdown 
when playing with four people, and some 
licenses this time would’ve been nice, but 
these are minor complaints. ISS is still the 


\ best soccer game around, bar none. Kral Fr 


| 


ISS ’98 is as solid as last year, with a few 
tweaks and adjustments (like new player ani- 
mations, and more stadiums). Normally that 
would be boring but ISS is the exception 
(sports game of the year ’97). Not only is the 
gameplay top-notch, but the amount of depth 
is amazing. Setting formations and tactics as 
well as gauging individual players’ abilities 
makes for limitless replay value. 4P play is a 


littt Dean 


While the new ISS does admittedly seem like 
more of an update than a true sequel, it’s still 
a fantastic game and it’s still got the best 
gameplay, by far, of any soccer game to date. 
Most of the improvements won’t be immedi- 
ately recognizable (much of it is behind-the- 
scenes Stuff), but the Al is better than last 
year and the aesthetics have been improved 
as well (better play-by-play, too). Not a huge 
leap, but why toy with greatness? John R 
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JEOPARDY? 


The correct response was: 
WHAT IS THE BLOOD? 


Developer: Gametek 
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Not only does Jeopardy! suffer from the same 
problems as the 16-Bit versions, this time 
they’re even worse. For starters, when it 
comes to spelling out your answers (er, 
questions), this is the least forgiving console 
Jeopardy! yet. If you don’t type in the exact 
phrase the game’s looking for, you’re screwed 
(even with the Loose Spelling Option turned 
on). But even more annoying is Jeopardy!’s 
tendency to repeat the same categories and 
questions in successive games. Although 
Gametek claims Jeopardy! packs more than 
4,000 questions in 650 categories, time and 
again we saw the same questions pop up, 
game after game. According to Gametek, the 
cartridge loses track of which questions have 
been asked when you switch off your N64. 

If only the developers had utilized the 
Controller Pak to keep track of questions 
you’ve already answered. That way, the game 
wouldn’t recycle old questions until after you 
played through all 650 categories. Even the 
graphics are lousy. Contestants aren’t animat- 
edin the slightest, making them about as 
lifelike.as cardboard cutouts (you do geta 
few FMV clips of Alex Trebek, though). Not 
that visuals are important, but ifthe game’s 
gonna be ugly, at least the developers could 
have spent extra time perfecting the game- 
play, which they obviously did not. Cris in 
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This version of my favorite game show may 
have the nice visuals (like the pointless FMV), 
but | found the older 16-Bit versions to be 
far superior. My biggest gripe is that this cart 
is very unforgiving. Even if you set the 
Options to “loose spelling accepted,” you 
have to type in exactly what the game wants. 
Fonthe most part, you can’t deviate from the 
spelling or exact phrasing. Jeopardy! is 
always fun, but this version is lacking. 


The TV version of /eopardy! can be fun, but 
those questions take time to master. This is 
why | thought a home translation might be 
fun. Unfortunately, | was wrong. The graphics 
in thiseN64 Cart are really lame, the contes- 
tants look like paper statues and the same 
questions are often repeated making me feel 
like I’m in the movie Groundhog Day. You 
could rent it, but why bother? Thing is, this 


game siti could’ve been cool. Shawn 


At first, | was all set to give Jeopardy! the stan- 
dard “this is fun for all ages” review that you’d 
come to expect from any decent game show 
title. After playing several games though, | 
stumbled upon a variety of annoying problems 
that forced me to lower my score (like repeat 
categories almost every time and extremely 
lame CPU judgment on many answers that 
would’ve definitely been OK on the actual 
show). Disappointing, to say the least. John 
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KNIFE EDGE 
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Knife Edge is a rail shooter that plays like a 
light-gun game without the light gun. It’s not 
a bad concept. The problem is, Knife Edge 
lacks the beauty and immersiveness of clas- 
sics like Panzer Dragoon or StarBlade. The 
drab levels are uninspiring: You have a gener- 
ic space station, a generic city, a generic 
canyon, etc. Nothing in the stages scream 
originality. And since this is a rail shooter 
(where you're carried along with no freedom 
of movement), scenery matters a lot. The 
gameplay isn’t terribly exciting either. You 
might find yourself yawning as you trudge 
through the boring stages, shooting at their 
boring enemies. The game, however, isn’t 
without its good points. Er, rather, its one 
good point. The best feature of the game has 
to be, by far, the ability to dodge attacks in 
different directions (done with the camera 
buttons). This gives Knife Edge some much- 
needed depth since you'll have to skillfully 
aim and.duck at the same time. Unfortunately, 
this saving grace isn’t all it should be. First, 
dodging in the correct direction isn’t as intu- 
itive as it Should be. You'll take a lot of unnec- 
essary hits because it’s not clear which way 
you should juke. Second, you don’t really 
need to dodge that often—you’ll only use it 
on the oceasional Boss and mid-Boss, Overall, 
this is a very lackluster game. Dan 
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I’m not entirely wowed by Knife Edge but it 
is a fun game, and it’s certainly something 
different. !’'m surprised how well the analog 
stick works with a game like Knife Edge. Is 
this a genre on the N64 not yet tapped by 
game developers? | think so. How about an 
N64 Duck Hunt? Overall, Knife Edge is an 
interesting title to add to the growing N64 
library—even with its 16-Bit style cutscenes 


and hacked-up dialogue. Shawn 


Knife Edge is a poor-man’s Gunblade NY — 
and that’s fine with me. The N64 needs fun 
light gun-type shooters like this, even if the 
system doesn’t have a light gun (don’t 
worry—your crosshairs control fine with the 
stick). Despite a bland selection of weapons, 
KE’s quick pace and variety of enemies make 
for intense gameplay, with Boss battles being 
especially cool. The multiplayer Co-op and 
Battle Modes are nice touches. Crispin 


| just can’t get past the limited play mechan- 
ics of Knife Edge. There are multiple paths to 
take per mission—and when | Say multiple | 
mean upward of eight or more. This is a great 
feature and one of the saving graces of the 
title. But in a game where all you do is point 
a cursor.and shoot, | expect amazing graph- 
ics and better camera movement. Knife Edge 
doesn’t have much-of either, and the sound 


effects are pretty cheesy. Sushi 
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Developer: Left Field 


The difference between a sports game being 
great or just good is often decided by a few, 
important gameplay tweaks. NBA Courtside 
is one of those games, though it has the mak- 
ings of a winner: Good graphics, computer 
intelligence, frame-rate and options. What it 
doesn’t have is balanced gameplay, some- 
thing that often happens to brand-new sports 
games. Courtside’s biggest problem is that 
the action inside of the paint is just all 
wrong. Let’s say you drive in the lane. If you 
touch any defender along the way, your 
momentum is automatically stopped and 
you’re in no-man’s land as defenders con- 
verge. Then your only choice is to take a jump 
shot (or make a risky pass), only to have it 
blocked. Which brings me to another point — 
too many blocks. In Courtside, blocking 
dunks is one of the easiest aspects of the 
game, sometimes happening three or four 
times per possession. How often does that 
happen in the NBA? But despite these gripes, 
| still like Courtside. Its halfcourt offense is 
executed well {So well in faet that you’ ll find 
yourself needing to use the playbooks) and 
the game feels and looks solid, The 3D player 
graphics probably could have been a lot more 
detailed, but what’s on screen, looks pretty 
good. just plan to ignore its many, unrealistic 


and annoying aspects. Kral 


NBA Courtside has great graphics, major 
depth and fantastic Al (easily the best of any 
b-ball game to date), but it’s also got one 
glaring problem that really hurts play:.tt’s 
nearly impossible to drive to the hoop. Every 
time you run into a defender, you stop dead 
in your tracks. Why can’t you dribble through 
anyone? What happened to momentum? 
Aside of this silly flaw though (which | hope 


gets fixed for ’99), it’s a great game. John x 


Courtside has raised the bar in several ways. 
A) Great Al actually requires skillful maneu- 
vering to drive the lane. B) The skill level 
settings are very accurate. C) Combo moves 
flow together nicely and look awesome when 
done correctly. And finally, the graphics are 
quite good. Sounds great doesn’t it? It is with 
one exception—bumping defenders stops 

you cold! It’s frustrating, but easy to forgive 

in light of the overall stellar package. Daan 


Out of the dozen or so basketball games |’ve 
played in my life, Courtside is definitely the 
best. The Al is among the best out there. The 
gameplay is balanced better than most,hoops 
games: dunking, stealing and driving to the 
lane untouched is all kept to a very tolerable 
level. The only complaint | have (and it’s a 
pretty big complaint) is when.players pick up 
their dribble after someone bumps into them. 
It’s avery frustrating flaw! Dan 
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MADDEN NFL 99 


Developer: Tiburon 


First of all, let me say this: Regardless of what 
any other mag or Web site may have told you 
(no disrespect to any of our competition or 
their opinions—informed or otherwise), last 
year’s Quarterback Club ’98 was NOT a better 
football game than Madden 64. In fact, it was 
so embarrassingly inferior gameplay-wise, | 
can’t believe anyone was willing to say that 
QB Club was even in contention. But oh well, 
extremely pretty graphics have been known 
to cloud judgment in the past, so we'll forgive 
and forget. Now on to ’99. We haven't 
received a playable QB Club ’99, so | can’t 
compare the two games yet (| hear QBC is 
much improved this year), but | can tell you 
this: Once again, EA has managed to pro- 
duce a football game that is amazingly in- 
depth, with great Al, loads of options and 
features (Franchise Mode is great for sim 
fans), and a gorgeous interface. Of course, 
this year all the licenses are in place, and the 
graphics ar@in hi-res, though the frame-rate 
ig still a bit on the weak side. If there’s any 
problem that | have with the game it’s that it 
still seems like it could be faster. There are 
some great new animations, But some things 
(like wrap tackles) seem unrealistically slug- 
gish. EAstiffmeeds to work on the engine a 
bit, but game play-wisepthis is a serious 
pigskin fan’s dream come true. John 4g 


Even though | prefer GameDay to Madden on 

the PlayStation, when it comes to N6q foot- 

ball, Madden is King. While it’s too early to 

compare it to QB Club 99 (we don’t havea 

finished version of that yet), Pll be real sur- 

prised if iguana can come up with the kind 

of in-depth Al and realism that Madden 

offers. The hi-res graphics are gorgeous, 

@ though sometimes choppy, but the gameplay 
is excellent. Now, bring on QB Club! Dean 


Madden_NFL 99 for the N6q is only marginally 
different than the PS version. Specifically, the 
graphics in this one are incredible, but the 
slow frame-rate makes for occasionally 
sluggish gameplay and poor control. | 
would’ve liked more announcer chatter too, 
but the gorgeous graphics more than make 

up for it. The most fun is had withmultiple 
players, and since the N64 has the controller 
ports built-in, it’s easy to get into. Shawn 


Madden.NFL 99 rules on the N64, and to top 
things off, it’s: got all of the official NFL licens- 
es that were missing last year. The graphics 
are, of course, hi-res now, and the speed at 
which the game moves has been Slightly 
improved. The Al last year was light-years 
ahead of QB Club, and this version sets the 
bar even higher. The Franchise Mode is a 
favorite of mine, but overall | still love 

Madden for its multiplayer play. Sushi 
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MLB FEATURING KEN GRIFFEY, 


Developer: Angel Studios 


Argh. Another disappointment for me. What’s 
going on this year anyway? MLB Featuring 
Ken Griffey, Jr. was Supposed to be the best 
baseball game yet, and from what | played of 
earlier versions, it looked like it was on pace 
to be just that. Unfortunately, the final ver- 
sion is still lacking in many areas. Why on 
earth it took SO long to get this game out is 
beyond me, because there’s hardly anything 
here that hasn’t been done before. And since 
All-Star 99 came out, there’s really nothing 
that hasn’t been done better already. Griffey 
has decent graphics (with really cool camera 
angles) and very nice sound effects (great 
crowds), but it’s missing a lot in the gameplay 
department. You can’t create your own play- 
ers, the season schedules aren’t authentic, 
there’s no difficulty settings when you play a 
season (about 35 games in and | was murder- 
ing every team | played), and so on. | realize 
perfectly that Griffey is meant to be more of 
an arcade-style baseball game (the 106 mph 
fastballs kinda gave it away), but that doesn’t 
mean they can’t accurately represent all of 
the sim-style aspects of play. The batting and 
pitching interface is really nice, and the field- 
ing controls are smooth and responsive, but 
some of the animations are lame.and the Dall 
physics are floaty. Fun for 2P, but way lacking 


if you’re looking for realism. John R 


For a game that’s been in development for so 
long, this sure doesn’t have much to show 
for it. Light on features, full of animation 
glitches and littered with gameplay bugs, it 
seems like Griffey could have used a lot more 
refining. Fortunately, it is a fun game, Dut only 
if you’re looking for an easy-to-learn arcade- 
style baseball sim. If you’re looking for any 
depth or realism, however, you should defi- 


‘ Kraic 


To me Griffey is equal to All-Star ’99, maybe 
even a little better. Granted it’s more arcade- 
like, and it’s not hi-res, but it makes up for 
that in other areas. Game speed is swift—no 
waiting for the pitcher all day, Also, the bat- 
ting interface is every bit as challenging as 
ASB’s. |n fact, they’re very similar. Gameplay 
is right up there as well. | don’t like some of 
the throw times (they seem long), but! can 
tolerate it. Avery solid game o Dean 


If it weren’t for last month’s excellent All-Star 
Baseball ’99, I’d be really digging Griffey a lot 
more. | can’t find much to complain about; 
Griffey isa solid game that should provide 
hours of fun. But after playing All-Star ’99, 
Griffey feels like a step backward in many 
areas: realism, player models, gameplay and 
graphics. But if you prefer action and excite- 
ment over realistic simulation baseball, then 


Griffey's your man. 
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A games I’ve played in years. 
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MIKE PIAZZA’S STRIKEZONE 
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Developer: Devil’s Thumb Entertainment 


Even after playing this game for countless 
excruciating hours, | still can’t believe that a 
game could play and look this bad on the 
N64. In fact, StrikeZone is so amateurish that 
it could almost be mistaken as a bad 16-Bit 
game. There’s so much wrong with the game, 
l’ll restrain myself and stick to a few key 
points. The game presentation is horrible 
from the graphics to the sounds. The menus, 
statistic boxes, and interface are ugly, and 
(even more importantly) the sparsely detailed 
and horribly animated 3D players are laugh- 
able. Pitchers throw the ball with what seems 
to be about three frames of animation and 
the bat swings aren’t much better. The game 
also has some really goofy camera angles, 
the worst of which is the pitcher/batter duel 
that is presented in a very uncomfortable 
fashion. Unfortunately, the gameplay is just 
as bad, mostly because of the flawed batting 
and pitching mechanics, and (to a lesser 
extent) choppy player animations. Playing 
just one game was nearly unbearable, Strike- 
Zone was supposed to be a fun action-orient- 
ed baseball game, but evidently the develop- 
ers didn’t know that’s not done by just adding 
light-green ball trails and 900-ft. home runs. 
The concept was executed miserably, sadly 
making. StrikeZone one of the worst baseball 


Kraic 


I’m befuddled after playing this one: so many 
weak elements in one game! The 3D graph- 
ies took flat and void of any good detail. A 
strange skewed view from behind the.batter 
makesit hard to tell where the pitch is going. 
Finally, fhe game can’t decide ff it’s a sim Or 

an arcade Offering (see the 850-foot home 
runs). Oh yeah, where’s the commentary? 
There’s just too much to list. They really need 
to 0 back to the drawing board here. Daan 


The first word that comes to mind when 
playing StrikeZone is ROUGH, The graphics 
are simple if not just plain lame and the 

music and effects are low-fi and often muf- 
fled-sounding. On top of this, the control, ani- 
mation and interface are all sub-standard. Get 
the picture? Compared to All-Star Baseball 
this doesn’t even seem finished. | Know the 
N64 is capable of great baseball games, and 
StrikeZone is not one of them. Shawn 


| really had high hopes for StrikeZone, but 
unfortunately the final product4s shockingly 
lackluster. The batter/pitcher interface is ter- 
rible (not only is the animation awful, but the 
control is unresponsive and there’s hardly 
any depth to hitting), and the ball physics in 
the field aren’t even remotely close to being 
reatistic. If you appreciate annoyingly simplis- 
tic, unrealistic play, check it out. I'll be busy 
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Developer: Infogrames 
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Your mission, if you choose to accept it, is to 
look past Mission: Impossible’s poorly exe- 

| cuted missions and objectives and pretend 
the game is good. Yes, the game’s quite a 

@ disappointment. You’d think if a game is 

m™ delayed as long as Mission: Impossible was, 
the finished product would be incredible. 
Well, Mission: Impossible has its moments 
but it’s far from being the next big thing. It’s 
unfortunate because with a license like 
Mission: Impossible, the game could’ve been 
awesome. Sure, the game has some interest- 
ing missions, locations, cool gizmos anda 
fairly cinematic style, but none of these good 
| points are done in a very slick manner. All too 
often sequences are very linear, with too 
many little objectives that are too easy to 
screw up (i.e., all of a sudden a mission is 
over because a guard pulled a gun on 
you...you’re a special agent for crying out 
loud!). In addition, the action side of the 
game wit@re, you have to jump around and 
fight@with people is the same way. When you 
sh@ot any of the weapons there’s a weird 
hesitationsdike the person you just hit is on 
gome sort of delay, even though the anima- 
tion is pretty smooth. I'm sorry to say even 

| though Mission: Impossible offers some 
interesting featureswit’sybetter suited.as a 
rental and only a possible purchase, Shawn 
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While stylistically quite an impressive game, 
M:l’s apparent aspirations to “adventure” 
statu as Opposed to “action” have ted it'to 
suffer a bit. The overly enthusiastic camera 
makes eotitrolling Ethan frustrating in places, 
and the simple puzzle-based gameplay gen- 
tly leads you by the hand rather than actual- 
ly challenging you. There’s atendency for 

the levels to drag ona bit too. Ten out of 10 
for effort—but it could be more fun. John D 


Mission: Impossible packs a lot of cool game- 
play concepts. Trouble is, none-@f them is 
executed very Well. Each mission doles out 
plenty of.abjectives, which you ean usually 

| complete in any order and are best accom- 
plished through stealth rather than gunplay. 
But most puzzles are tedious, and nothing’s 
wergethan dying near the end of a long mis- 
sion, only to have to begin from scratch. The 
blah graphics don’t help, either. Orispin 


“MMM 


This reminds me of GoldenEye, minus most of 
the fun. Mission: Impossible is simply too 
tedious for its own good. There’s just too 
many missions whose laundry list of abjec- 
tives requires you to do all sorts of really bor- 
ine stuff. The graphics are pretty good, but 
some part§ of the game look less polished 
thansothers, and some of theenemies look 
very grainy. | only recommend this game if 
you have a lot of patience. Krai Pr 
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Developer: Eurocom 


Does the world need another MK game? 
Wasn’t Trilogy enough to keep everyone 
happy? In terms of what this offers as a 
“oure” fighting game, it’s more of a step 
backward rather than forward. Sure the 
graphics are all pretty and there are some 
cool special effects, but the fighting engine 
seems limited. Underneath it all, it looks as 
though this is all of the bits that people 
loved from previous MKs jam-packed into a 
3D environment. The more frivolous -alities 
(Babalities, etc.) that reared their ugly heads 
in later MKs are now gone, and the net result 
should be a purer experience. Unfortunately 
this isn’t the case. There are Some awesome 
combo moves locked in there somewhere, 
but they are fairly tough to pull off. This 
would be all well and good, but once you’ve 
managed to squeeze a 10-hit combo out of a 
fighter, you realize that it does no more dam- 
age than a four-hit combo that’s finished off 
with a seitably mean uppercuf, It’s almost as 
though it does some of the stuff just for 
show. The weapons-based combat is OK, but 
it’S merelya.distraction, and it can seriously 
affect two-player games as it cheapens the 
action. When all is said and done though, 
MK4 is a fun game. It may not compete with 
the Tekkens and Virtua Fighters, but. it’s a 
step in the right direction. Sushi 


Midway has been flooding the N64 library 
with mahy asub-par fighting game. It’s about 
timeca decent one came through, MK4 Ts 

much more enjoyable than Midway’s_other 3D 
fightersvon the system (i.e., War Gods, Mace). 
lt has solid controls, terrific graphics and an 
interesting combo system. Though I’d rather 
play MK Trilogy {my favorite Kombatant is 
Kitana),; MK4 will do for now. It’s not a great 
game, but it has its moments. Dan 


soquio) deay> :ainjeay 3s4 


’ll say up front that I’ve just about lost all 
interestin the MK series since MK2 came out. 
That/being said, MK4 for the N64 is definitely 
a step up from the last MK, though the. game- 
play is still'too dull and repetitive for my 
tastes. The 3D graphics are very nicely done 
and the weapons system is innovative, but 
there’s just not enough depth:here'to keep 
me interested. Once you’ve seen all the fatali- 


ties and such, it gets old, quick. John R 


Basically this is much of what MK2 provided 
but with considerably more gloss. By default, 
| think that makes this the best fighter on 

the N64 right now. The graphics are.extreme- 
ly closete the arcade game, and the game- 
play isvery solid, if a bit dated by Tekken 
standards. It’s a shame it can get a bit cheap. 
The combos are hard to puleffeand are often 
just flash rather than being usefulydhe two- 
on-twoe combat is very cool though. John D 


MYSTICAL NINJA 


Developer: Konami 


| really enjoyed the first Mystical Ninja—it 
was one of the first really good SNES games. 
Years later, a sequel has finally made it to 
the United States (there have been several 
Japanese sequels). But after all this time, | 
was skeptical as to how faithful a 3D sequel 
could really be. Thankfully, Konami has done 
a wonderful job of bringing the Mystical 
Ninja series to a polygonal environment. 
The adventure-minded gameplay is a cross 
between Mario 64 and what | envision Zelda 
64 to be. There’s lots of exploration tempered 
with platform elements and plenty of combat. 
The game is well-paced because it offers 
some very humorous moments and unexpect- 
ed action sequences that keep the adventure 
fresh. One of these diversions involves run- 
ning over entire neighborhoods in a large, 
roller-skating robot in an effort to get to the 
end Boss of the area. Once you’re there, the 
game shifts to first-person mechanical com- 
batw¥OuU justycan’t beat the wide'Wariation. of 
gameplay this game provides, The only real 
problem with Mystical Ninja is that the cam- 
era is hard to manipulate and occasionally - 
makes things hard to see. This becomesga 
problem when leaping around pit-filled cas- 


tles. Regardless, Mystical Ninja is a must-have 


for adventure fans,and-should provide some 
relief for those waiting for Zelda 64. Krai 


The newest installment in the long-running 
series is plenty weird (lots of oddball charac- 
ters, iInsidé jokes —even musi¢ videos and a 
laugh track), It’s also one of the longest 
games you'll find on the N64. The adventure 
starts slow, and | got lost a few times trying 
to find the right person to talk to, But its 
filled with enough minigames, cool Bosses 
and chatlenging 3D. platform action to keep 


A you hooked until the end. Cris in 


Goemon.has its shortcomings, but allin all 
it’s@ very coolgame. There’s quite a bit of 
diversity in the gameplay, and the mini- 
games and Boss battles are a ton of fun. The 
bizarre story and wacky Japanese humor is 
ceftainly a nice change of pace (the audience 
laughter just floored me the first time | heard 
it). The towns are a little too big IMO (| got 
lost a lot!), but | don’t have any other major 


complaints. Really nice music, too. John 


It’s been awhile since I’ve played a game 
this weird. Mystical Ninja’s gameplay is'real 
straightforward, but the Japanglish dialogue 
between €haracters and strange story line 
had meyseratching my head. Aside from this, 
the graphies and variety of tasks and mini- 
games are Smashing. The worst points are 
the awkward camera angle and the inability 
to easily control them, It’s still worth check- 


ing out, ifonly because it’s so unique. Sushi 
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Coming soon 


NAGANO OLYMPICS '98 


| figured if anyone could create a great Winter 
Olympics game, it’d be Konami—who, after 
all, brought us the 8-Bit classic Track & Field 
and its fun PlayStation update. | was wrong. 
Most of NWO ’98’s 12 difficult events are nei- 
ther fun nor exciting, and much of the blame 
falls on the uninspired control setups. Only a 
few events—namely bobsledding and speed 
skating —demand any timing, while controls 
for the rest are oversimplified. | suppose part 
of the problem is that Konami tried to make 
this game more realistic, since it carries the 
official Nagano Winter Olympics license. 
Sure, the venues may mirror their real-world 
counterparts in Nagano, Japan, but that 
means we're denied the thrill of, say, an 
insanely speedy alpine slalom down a Super- 
steep mountain. Don’t expect any multiplayer 
innovations, either. Up to four players can 
compete, but not simultaneously, forcing 
everyone to take turns (imagine how cool it 
would hawelbeen to play a fouteplayer bob 
sled event, in which everyone tries to lean 
into the turns at the same time). Qn the plus 
Sidi the game has decent graphics and plen- 
ts. But c’mon—does anyone really 
@mpete in Curling (sort of an 
‘Olympic version of shuffleboard)? would 
have preferred fewerevents, as long as they 


were done fight. Cris in 


# The improved 3D graphics and shorter load 
times in the N64 version of Nagano make it a 
little more palatable than the/PS one. It also 
helps that.analog control is standard on the 
164. Don’t overestimate these improvements, 
however —the game still lacks in key areas. 
The worst offender is the slow gameplay that 
draimsythe excitement out of most of the 
events. The few fun ones aren’t good,enough 
to Save Nagano from mediocrity. Krai i 


First things first: Konami can do much better. 
When | think of games like Nagano, | think of 
echnical Olympic events that are trans- 
lated, into fun, playable gaming versions. 
Well, the events may be based on the 
Olympics, but they sure aren’t fun. The main 
thing that makes them that way is the con- 
trol—it just doesn’t feel rights On N of this, 


_ Shawn 


the graphics need more fefinind = 


eee goreugy The only problem Bere is that 
Nagano is.only moderately fun to play and 
gets boring fast. The graphics are below- 
average for the N64 with serious clipping 
problems and generic textures everywhere 
youlove winter games, then maybe Naganc 
would be your cup of tea. For me, Nagano — 
should have been so much more. Kell 
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NASCAR 99 


Developer: Stormfront Studios 


Good news for fans of EA’s NASCAR series— 
NASCAR 99 for the N64 rocks! It’s important 
to note that it has taken on a new look, as 
well as new gameplay, car physics and Al; 
pretty much an entirely new game from last 
year’s version (which was only on the PS). 
Right off the bat, be it good or bad, it feels 
much more arcade-like. The cars turn quicker, 
brake harder and recover from wall scrapes 
and collisions in an unrealistic way. Whereas 
last year you had to enter corners at just the 
right speeds to avoid spinouts, NASCAR 99 
lets you enter turns very fast with only a 
minor amount of braking to correct your car’s 
path. The same goes for tapping and nudging 
on the straight-aways. In 98 if you tapped 
another car’s back end, you’d usually go 
careening off into the in-field. No such thing 
this time. But thankfully, NASCAR 99 has 
retained its excellent gameplay balance. The 
actual racing isn’t too discouraging, nor is It 
toge@asy towin. It’s just challenging enough 
to keep you hooked for the long haul. One 
major complaint: The motor sound is weak in 
the exterior views. It’s exceptional when 
using the in-car view though (which, by the 
way, iS a Very functional view to use). It goes 
without saying—serious N6q racing fans 
should definitely checkout NASCAR 99. It’s 


/ about time we got a good N64 racer. Dean 


As you’d expect, NASCAR 99 is tailored for 
the die-hard gear heads. You can tweak all 
kinds of physics and car characteristics, such 
as drafting effects, tire pressure, gear ratios 
and such. Trouble is, none of that interests 
me. Neither does racing laps and laps around 
mostly oval tracks. Stock-car fans will appre- 
ciateythe authenticity, decent graphics and 
tight control, but the game’s not likely to turn 
NASCAR newbies into fans. Crispin 


Being “a thicky foreigner,” | can’t quite com- 
prehend the American fixation with powerful 
stock cars going round and found in circles. | 
do like a, good racing game though, and this 
seems to be perfectly adequate. It’s not 
exactly what I’d describe as underpants- 
soiling “fun” but the graphics are very slick 
(apart from the awful pop-up) and it seems to 
be a pretty thorough simulation. Racing fans 
could do a lot worse.,.like GT64. John 1] 


Finally, some good realistic racing games are 
making their way to the N64.4 admit to not 
having the least bit of interest in real NASCAR 
racing (b@res me to tears, sorry), but Pve 
always liked the home games, and NASCAR 
99 is the best one yet. There’s a load of cars 
and traeks to choose from, a great Season 
Mode, very nice aesthetics and plenty of car 
customization options. tf you prefer realistic 


racing, definitely check it out. John ii 
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as strong as the Né4, | expect more, 


NBA IN THE — ‘98 


KIDS TO ADULTS 


cs 


Developer: Konami 


In The Zone ’98 may be the first (and there- 
fore only) “realistic” basketball game on the 
N64, but that doesn’t change the sorry 
truth—this game is sorely disappointing. 
Before | even get into the gameplay prob- 
lems, what’s the deal with the ugly graphics? 
The players animate nicely, but the courts 
look horrendous (washed out is an under- 
statement) and the crowd looks equally 
terrible (is there a fog settling in?). The 
PlayStation version (which was developed by 
a different team at Konami) looks a million 
times better than this, and there’s just no 
excuse for that. Anyway, gameplay. ITZ 98 is 
completely offense-oriented. The Drive but- 
ton in combination with the Dash button 
makes for an easy two points almost every 
time. Little guys will run through big guys— 
centers will drive from half court— whatever 
you want. It just adds up to a boring game 
with absolutely no defense whatsoever. |’ve 
zowether Minor problems too; tikethewack of 
icon passing (I’m a big supporter of icon 
passing, aS you know), the weak free-throw 
system,and the various useless camera 
angles, Changing players is an exercise in 
frustration, too. As far as stats and options ~ 
go, [TZ is loaded, but nowadays.that’s expect- 
ed. From,a companyylike-Konamj On, a, system 


wall 


I’m sorry. to report that the first N64 basket- 
ball game is aibad one. ITZ ’98.suffers from 
50 many flaws, | just don’t have enough 
space to describe them all. Let’s just say that 
too many aspects of the shooting, stealing, 
dunking, passing, free-throw shooting and 
(lack of) defense are unrealistic and/or hus. 
trating. Then there’s the blurry and sluggish 
3D graphics that are equally as bad, making 


this the worst ITZ game in the Series. > Krai Fr 


| may be a casual sports gamer, but | sure 


know a mediocre basketball game when! — 
see one. After the first game, the problems 
become immediately apparent: Switching 
players on defense is a pain, the Al is non- », 
existent and anyone (including short suys) L 
can drive,to the,hoop with ease. The game 
looks pretty good but falters inethe, playability 
department. I'd wait around for a better N64 


t basketball game to come out. Dan 


| was really disappointed with this N64 game, 
because | thought Konami would do much; 
better. The horrendously blurry graphics 
gave me a headache that shook my cranium 
worse than a San Francisco earthquake. If 
you can get past the graphics, the gameplay 
isn 't too bad ee Pecially ve don’ t mind 
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What could be better than NBA Live 99 
coming out for the N64? Maybe a Dreamcast 
version? Anyway, it’s about time Live came 
out for the basketball-starved system. One 
can only play NBA Courtside for so long. My 
first impression of Live gq is that it looks and 
feels like a deluxe version of Live 98. Don’t 
get me wrong, that’s not a bad thing—unless, 
of course, you’re expecting some sort of radi- 
cal new design fueled by the N64’s magical 
processor. Don’t anticipate that. Instead, 
expect a competent new edition to the Live 
series featuring classic NBA Live gameplay, 
good animation and a “different” Arcade 
Mode. That’s the good news. The bad news 
is, it’s still kind of easy. Even on Superstar 
setting it’s not hard at all to turbo up the 
lane for the easy dunk. But that’s what a lot 
of people like about the game, so no big 
deal, | guess. |’d like to see a bit more tech- 
nique (like in NBA Courtside) but I’m not too 
disappointed. |’m disappointedamthe Areade 
Mode though. it’s basically cartoon sounds, a 
few fire effects and exaggerated jumping— 
nothing»to write home about. Overall the 
game doesn’tbreak any new ground, but It 
does offer the N64 owner a very good basket- 
ball simulation. And considefing that there 

m@ hasnt been a truly awe-inspiring sports game 
m forthe N6q yet, that’s high praise. Dean 


NBA Live 99 is a real solid b-ball game that, 
like its PS counterparts, has one glaring 
problem: It’s too easy! Single-player games 
against the CPU are a joke, even on the high- 
est difficulty Setting. The graphies and anima- 
tion are nice, as is the control, but ultimately 
the lack of challenge makes if an unworthy 1P 
game. Multiplayer is a ton of fun, though, and 
kids willprobably dig the jam-like Arcade 
Mode. Overall, | prefer Courtside. 


It looks like the first hoops sim for the N64 
(Kobe Bryant) is still the best one. NBA Live 
is adecent title, but the choppyanimatron 
and erratic frame-rate ruin any €hance.of this 
game Upsetting the current champ. And 
What's up with the players running a good 
100 mph with the Turbo button depressed? 
At least this title comes with awerygoofy 
NBA Jam-style game. This Arcade Mode, 
although tacked on, ig Father fun. 


Live 99 for the N64 is a strong basketball 
game for Sure, but it has the unfortunate job 
of gone Up against NBA Courtside, which is 
an overall better game. If you like your b-ball 
on the easy side, Live may be a better choice 
for you, because the CPU Alisa joke. But on 
the whole, there’s not much here that hasn't 
been done before. As with alkéAeeames, Live 
99 is real polished, though | have te ask— 
wassup with that fame Arcade Mode? Sic hj 
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l’d have to rank NFL Blitz as one of my top-20 
arcade games of all time. But how good can 
this fast-paced, smoothly animated, perfectly 
designed game be on a home system? Pretty 
damn good. This impressive translation has 
captured the look and feel of the wildly suc- 
cessful arcade game. In the graphics depart- 
ment, the only thing the game is missing is 
the higher resolution. But when you see how 
quickly and smoothly everything runs, you 
won’t even care. All the animations are in, 
from the high hurdles to the painful, greatly 
exaggerated tackles and late hits (remember, 
this game is all about necessary roughness). 
The gameplay is right on as well. With a cou- 
ple of exceptions, N64 Blitz plays just like its 
arcade brother. So what are these excep- 
tions? First, the game unexpectedly and 
inconsistently speeds up and slows down. 
One minute the game’s going through some 
major polygon slowdown, the next minute the 
game’s zipping along, faster than’the afeade 
edition even. Second, wide-open running 
backs will often miss turbo flare passes. 
Otherwise, the game is fantastic. The game 
looks great and plays well. What more could 
you want? Oh yeah, the excellent play editor 
is icing oA the cake. It’s user-friendly yet 
detailed, and you’ lebevable to take. your plays 
to the arcade to use in Blitz 99! Dan 


The N6q version of Blitz is awesome, Aside 
from the lower-resolution, it’s practically 
arcade-perfect. The gameplay rocks (think 
NBA Jam on the gridiron), and the graphics 
and animation are sweet. The new Season 
Mode is OK, but Blitz is really about 2P action. 
The Play Editor is great— being able to make 
your own plays and take them to the arcade 

is bulliant. Not an answerto Madden or QB 
Club, But rather a great alternative. John R 


NFL Blitz.is the greatest console football 

game for folkswho aren’t necessarily into 
console football.games. (Oh, and it’s one of 
the best two-player games, too.) Its ultra-fun 
formula— simple gameplay mixed with over- 
the-top athletics —is fully intacton the N64. 
Despite the rare choppiness, the game still 
looks phenomenal, with all the animation of 
the.coin-op. And | can’t wait to try my home- 
madé plays on Blitz 799, Cris in 


N64 Blitz looks exactly like the arcade with 
therexception of the high-resolution graphics. 
As you'd expect, this version has no laad 
times to hamper the Blitz fever. N64 Blitz 
plays and sounds just like its coin-op 
cousin, but suffers some slight timing prob- 
lems, not. unlike the PS version. There also 
seems to be a lot of overthrown passes which 
werent as frequent in the arcades. Still, an 
excellent port of an excellent game. 
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A title to add to your library. 


—_ Developer: EA Canada 


"Featured In: EGM AT 


While it’s not quite as amazing as | was hop- 
ing it'd be, NHL 99 for the N6zq is still a very 
good game. The action moves super fast and 
the medium-res graphics look great, though 
obviously at the expense of the animation, 
which is weak in comparison to the game’s 
PC and PS counterparts. The crowd and all of 
the little sound effects are fantastic, but the 
play-by-play is terribly cheesy (what was EA 
thinking?). Fortunately you can turn it off. 
Anyway though, enough about that stuff—on 
to gameplay. NHL 99 plays fast and furious 
and can be a LOT of fun, especially multiplay- 
er. The One-player Mode has a couple of 
glaring problems that keep me from giving 
the game a higher score, though. For one, on 
two of the three difficulty levels (Rookie and 
Pro), it’s WAY too easy to break away (the 
speed burst is too useful), and combined 
with the money shots you can find (uh-oh), 
you can rack up big 7-0 leads in like five 
minutes flate[his is not good. Fortunately, it’s 
not a problem on All-Star difficulty, but the 
CPU will make up for it by hooking all the 
time, and hooking in NHL 99 is just way too 
cheap and useful. ! also don’t like the fact 
that there’s hardly ever any rebound action 
near the nets (the goalies catch almost every- 
thing). Aside from theseyproblems though, | 


still think NHL 99 i§ a blast to play. John R 


I’m really psyched to see new EA Sports 
franchises hitting the N64. NHWOg is a great 
opener. The graphics, controls, ambience... 
all are creat. But a few minor flaws hurt the 
score. First, it’s too easy to get breakaways 
against the CPU teams. Also, you hardly ever 
see any hard Slap shots bouncing off of 
goalies’ cloves (J like to go for them rebound 
shots, ya know). Still, NH 99 ts an excellent 


I’m not.as big of a hockey fan as Ricciardi, but 
| know EA’s Nil line has been king for Some 
time now. t really like the way the controls 
have been simplified this year. Guiding play- 
ers becomes Second nature very quickly. Two- 
player iS a blast, thanks mostly to the excit- 
ing gameplay and solid control. One thing | 
didn’t care for Was the play-by-play — too 
cheesy. Otherwise, there’s. no doubt NHL 99 

is the best N64 hockey game yet. Dean 


NHL 99 has got to be one of the best-looking 
hockey games.|’ve seen on the,N64. Sharp 
character graphics and smooth gameplay 
highlight the game, though the controls feel a 
bit floaty and the animations aren’t as fluid 
as I'd have liked. The commentary is brief and 
a bit repetitive, too. Still, multiplayer is a 
blast {as always), and the atmosphere Is just 
right. This is definitely the only choice for 
hockey fans On the N64. 
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contender, Hockey fans check it out. 


the Sparse N64 sports lineup. 


NHL Breakaway ’98 for the N64 may not be 
the perfect hockey game, but it’s light-years 
ahead of its PlayStation counterpart in nearly 
every aspect. Breakaway is heavy on the sim- 
ulation side of hockey. You’ve got players that 
act like their real-life counterparts. You’ve got 
a complex coaching system that lets you earn 
and use points toward improving various 
aspects of your team. You’ve got numerous 
systems like “Momentum-based Checking” 
and “Total Team Management.” Now, | ama 
huge hockey fan and | respect all this empha- 
sis on detail and all—but frankly, it’s not my 
main concern. What concerns me more are 
the gameplay issues. Once you’ve got that 
down, then go after the finer details. 
Fortunately Breakaway is almost there (the 
PS version wasn’t even close). The Al is very 
nice—the CPU-controlled players know what 
to do and when to do it. The graphics and 
sounds are excellent too (nice animation!), 
thi@uieh/theerowd is way too tame fora hock- 
ey game. On the downside, the puck 1s a little 
floaty, whi¢h can get annoying, and the player 
controlis a bit sluggish. More action in front 
of and/around the net would’ve been nice. 
Still, Breakaway IS (currently) the best N64 
hockey game, and aside from.afew minor 
flaws, it’s got whatit'ttakes to be a serious 


John 


This is the best N64 hockey game l’ve played 
yet. Granted there are only three others 
(Midway’s Gretzky triplets), but Breakaway 
offers the most realistic and entertaining 
play. On the downside, the “medium” res 
graphies don’t quite live up to the QB Club 
standard but certainly aren’t bad. Also, the 
goalié Al is a little weak (some of my games 
got out of hand). Still, Breakaway is Solid 
enough to take the number-one spot. Dean 


What a difference a system has made for the 
Nintendo 64 version of NHL Breakaway "98. 
Whatever this title lacks in realism and Al, it 
easily makes up for in playability. The Season 
Mode of'the game is cool, because in a way 
it’S a sports RPG. You can take points earned 
from wins and then improve your team by hir- 
ing (and firing) new coaches and making sta- 
dium improvements. Nice to see a unique 

and fun hockey game come along. Sushi 


This game looks good. It has all the players 
and teats. leven has FOX’s signature puck 
shadow and tracking streak. So, what's the 
problem? The game, like many others before 
it, just doesn’t feel enough like hockey. The 
rendered players look great, but they have a 

hollow feel to them when you're knocking 
them down. While it may not bethe champi- 
on of hockey games, it is a strong addition to 


Kell 
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bly choppy waste of time. 


Developer: ‘Avalanche 


Off-Road Challenge brings the delights of 
mindless arcade racing to the N64. And while 
that may sound harsh, it’s not that far off 
base. As an arcade port, unfortunately, | don’t 
think this one will enjoy the same success 
Hang Time or SF Rush has achieved. For one 
thing the level of gameplay is something 
akin to Cruis’n USA (rumor is they use the 
Same engine), only on the dirt, of course. 
What that amounts to is a lot of sloppy dri- 
ving in “zany” conditions in which UFOs, 
biplanes and the occasional wild animal are 
common components. The standard dash for 
the finish line includes nitro icon grabbing 
and flawless driving to actually win a race. 
Sounds harmless, right? Perhaps even fun 
well not quite. While Off-Road Challenge may 
be entertaining to play at the arcades for a 
few minutes, it doesn’t have the kind of 
depth and gameplay needed to keep it afloat 
as a home console game. The only real incen- 
tive’'to Win a’face comes from the wanton 
desire to upgrade vehicles — hoping to 
increase the excitement of the contest. Of 
course, if youliked Cruis’n USA, then by all 
means you'll probably enjoy Off-Road. Just 
don’t expect anything near as good as Sony's 
Rally.Cross or the awesome Sega.Rally. This 
is Strictly,an arcade,offering best suited for 
young’uns with short attention spans. Dean 
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Oh dear, Oh deary, deary, DREARY me. What 

a load of old rubbish. Choppy frame-rates, 
completely unbalanced gameplay and dodgy- 
looking visuals. Why is no one capable of 
producing a good off-road game? As a one- 
player game ORC is slow, choppy and unfor- 
giving while the two-player game suffers from 
stupid camera problems, appalling gameplay 
balance {once you lose you're stuffed) and 
even slower frame-rates. Awful. John i 


At first Off-Road seemed like a decent little 
racer, but extended play has made me realize 
that it isn’t $0 good. Although the action 
seems speedy, the frame-rate turns out to be 
choppy most of the time. In addition, the 
one-player game is ridiculously hard, and 
the graphics are,average at best. You’d think 
the two-player game would be redeeming but 
even that gets old fast, thanks to poor cam- 


era angles and unbalanced play. Shawn 


A shoddy port of a ho-hum arcade game, Off- 
Road Challenge delivers mindless racing fun 
and littte more. The persistently cheap Alisa 
major culprit here. Even with the game set to 
easy and Al tweaked to Arcade Mode, the 
computer cars rarely give you a break. Your 
truck controls fairly well, at least until the 
eceasional awkward camera angie ruins your 
view of the road. Two-player Mode is-a horri- 


Cris 
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Developer: Trey Arch 


Now that the Olympics are rounding the 
corner again, we’re seeing the first batch of 
hastily packaged theme titles. Olympic 
Hockey ’98 is a classic example of a game 
that does nothing for the genre other than 
borrow from every other hockey game avail- 
able. Besides being a near replica of Wayne 
Gretzky Hockey ’98—but with different 
teams—Olympic Hockey doesn’t even make 
slight improvements to graphics or gameplay 
in the transition. The hockey players are very 
blocky for such a high-profile game, with very 
low polygon counts. The action is fast 
though, and you’ll be hard-pressed to keep 
up with the puck at times. Typical options like 
penalty toggles, player swapping and so forth 
are becoming standard fare in all sports 
titles, so | wasn’t very impressed. Perhaps 
the worst blasphemy of Olympic Hockey is 
the incredibly stupid goalie Al. Don’t worry 
about losing this game too much. Money 
plays are’everywhere, and it wont take much 
game time to find them. | know that high 
scores are supposed to be rare in hockey, but 
apparently not in the universe this one Hats 
from. As it is, the best feature of all is the 
multiplayer ability and party game factor, The 
Arcade Mode is fun for all players, from 
novice to expert. | wouldn't recommend this 
one for hardcore hockey fans though. Sushi 


| don’t know if it’s me, but it seems like this 
game is Wayne Gretzky Hockey with an 
Olympic facelift. Whatever the case, I'll stick 
with Gretzky. I’m not a huge fan of real hock- 
ey, but | do enjoy playing a game or two with 
a controller. | guess that’s why I'd rather use 
players I’ve actually heard of, No offense to. 
ethercountries, but | don’t really care about 
Nimsky Vokolsky and how he’s a national - 


hero in the Soviet States. Shawn 


Well whoopee, if it isn’t the second time in six 
months that Midway has used and repackaged 
their year-old Wayne Gretzky Hockey game 
engine. Just about everything here is.identical 
to every other Midway hockey game, except 
the rosters and team names are changed, 
Ideally, these teams and rosters would have 
been integrated in Wayne Gretzky)’98 instead 
of trying to force gamers to buy a whole new 
game just for the Olympic teams. Krai 


Oh, come on now. This kind of shameless 
rehashing of the same game over and over, 
makes me sick. Did you buy Wayne Gretzky's 
3D Hockey or its incredibly unoriginal sequel 
with the’g8 slapped on the box? If so, Stay 
away from this»baby, ’cause it’s (once again) 
the same game, The ONLY way | could possi- 
blyrecommend this is if you’ve never owned 
either Gretzky game. Enough is enough, let’s 


try something new already. ~ John 
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QUAKE 64 


AGES 17+: 


Developer: Midway 


Once again, the N64 gets a high-quality first- 
person shooter. Quake 64 is the best-looking 
one yet (yes, in my opinion, even better look- 
ing than the almighty GoldenEye 007). The 
one-player game has great lighting effects 
and a smooth frame-rate. The enemies are all 
equally unique and frightening. It’s awesome 
to open a door and see a demon run ful 
speed toward you. In fact, the only complaint 

| have on the single-player game is the lack 

of variety. Each stage’s textures look like the 
next, making them look pretty indistinguish- 
able. Almost every other Doom-type game 

on the N6q has more interesting level 
designs (especially 007 and Duke). |’m really 
happy Midway decided to put in a Multi- 
player Mode (which was conspicuously miss- 
ing from their Doom 64). It’s rather fun, but 
it’s not without its own problems. First, the 
frame-rate takes a big hit with two players. 
Second, the weapons are unbalanced, mak- 
ing every deathmatch a race t6 get the power 
weapons (like rockets). Third, it only supports 
two players! Midway didn’t Wantto delay the 
game ta putin four-player support, but} 
would've gladly waited for it. two-player 
deathmatch is tame compared to the four- 
player games. On the upside, Quake 64's 
deathmatch-specifiellewels are very well- 
designed. This is a Solid buy. Sushi 


Dude, | am all over this version of Quake. On 
topsof the sweet graphics and smooth one- 
player frame-rate, the control made it easy to 
take out every hellspawn that came my.way. 
The mutlicolored lighting effects and ambient 
soundtrack complete the package. On the 
multi-player side of things, Quake 64 slips a 
little. | mean, where’s the Four-player Mode? 
I’m afraid that two-player just doesn’t cut it 
for this hardcore Quake worshipper. Kell 


This is the prettiest version of Quake yet 
(prettier even than the PC GL version, thanks 
to some texture-lighting ideas “borrowed” 
from Quake 2). But here’s the problem:;.As in 
Midway’s Doom games, you can only save 
between levels. Quake 64’s ramped-up diffi- 
culty means you'll be replaying later levels 
many times until you can get pastem. 
Deathmatch Mode’s disappointing, too; DM 
levels are too big for two players. Cris ni 


This is a great translation of Quake’s Single- 
player Mode (especially graphically), but 
everyone Knows that multiplayer combat ts 
what made Quake popular. Midway.included 
a Deathmatch Mode, but it’s limited to two 
players, Compounding this problem is that 
there aren't enough Deathmatch levels and 
what fs there is too big for two«ombatants. |f 
you don’t mind its limited multiplayer capa- 
bilities, Quake 64 iS a good game. «Kraig 
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QUEST 64 


As the system’s first RPG, Quest 64 is a dull, 
overly simplistic, overly short (no longer than 
15 hours) adventure that at best might enter- 
tain the grade-school crowd. The game fails 
in its attempt to mix RPG subgenres. It stinks 
as a traditional RPG because of its lack of 
character development: You never upgrade 
your weapons or armor, every item you find is 
good for one use only and level building is 
handled behind the scenes. Quest 64 stinks 
as an action/RPG, too; sure, you can move 
around a bit during the random, turn-based 
battles, but rarely can you dodge enemy 
attacks. Battles pop up way too often, too. 
Sometimes you can’t take three steps with- 
Out jumping into another fight. Even the 
magic system, which once looked so promis- 
ing, is a joke. Although you can build an 
arsenal of more than 50 spells, you only need 
three to breeze through the game (the 
Healing, Magic Barrier and Avalanche spells) 
The Story isa muddled mess of miniquests 
that totally falls apart toward the end. The 
endine itself—a brief scroll of text— absolute- 
ly sucks@Phe only payoff here is the occasion- 
ally stummingescenery, which just makes it 
that much Rarder to wait for Zelda 64. Worse 
yet, Quest 64 Seems unfinished (highly prob- 
able, considering the'game is not due to hit 
Japan until later in the year). 


Quest 64 (innovative name, eh?) had.so much 
potential. The game engine is really solid for 

a traditional RPG (a 3D one, anyway), but the 
game itself is Sooo stale and Simplistic and 
just downright boring that it’s hard to stay 
awake while playing. The story is lame and 
the writing is weak (the ending is pathetic), 
and the fight-every-three-steps battles get 

old real quick. It’s painfully obvious that this 
was rushed to market. Too bad. John R 


| really didn’t enjoy this at all. For me to enjoy 
an/RPG | have to at least A) like the story and 
B) care whether or not the character makes it 
through. Well...the story is your usual. clap- 
trap, and frankly | couldn’t care less whether 
Brian and his stupid haircut make it to save 
his Dad of not. The combat system is simple 
anduunspectacular, the graphicssare repeated 
endlessly and the bad guys look frequently 


ridiculous. Wait for Zelda. John D 


Quest 64 may look promising at first (the 
graphics in some areas are decent), but then 
the game breaks down into a monotonous 
journey through mostly monotonous terrain, 
with battles that occur so often that getting 
anywhere is a chore. The story never really 
goes anywhere,.either. Your only real goal is 
fo hunt down the scattered, magie-building 
crystals, and that just ain’t enough for me. 
The game just seems rushed. Sushi 
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a bit of replayability to the game. 


“RAMPAGE: WORLD TOUR 


13300 


SCORE 


———— 


Developer: Saffire 


| always loved Rampage in the arcades, as it 
was one of the first games in which you could 
be the bad guy. World Tour does a great job 
of not changing the gameplay a bit from the 
original while sprinkling in some welcome 
additions. | do wish they could think of other 
ways to spice the game up a bit, but it seems 
they did do just about everything short of 
making the game 3D (and |’m glad they didn’t 
do that, since that seems to be the trend in 
retrogaming). New to Rampage: World Tour 
are various locales around the world, bonus 
evels, three-way play (they should have 
made it four), lots of secrets (moves, bonus 
items) and plenty of different things to 
destroy. There’s even hordes of new adversar- 
ial good guys to eat, punch and stomp on. 
Even with all of these lovely additions, some- 
thing still seems missing from World Tour, but 
it’s hard to put a finger on. Perhaps my gam- 
ing tastes have changed over the years (this 
iS, after all, basically the same gameplay as 
the original Rampage that | used to love), but 
only like to play WT in small amounts of say, 
30 minutes or so. Unless | do that, or play 
cooperatively with friends, it quickly gets 
boring t6 me. So, unless you just really love 
Rampage, this remake of the short-lived, but 
fun gameplay seems tailor-made to bea 


rental, Play it fora while, and enjoy. Krai { 


Yes the original was a classic, but as tastes 
mature, you have to acknowledge the need 

for more Substance in a game. Smashing 
ulldings and eating people may sound fun, 
but thesway it’s implemented here js just 

plain boring. As a one-player game you grow 
tired of it im Seconds. As a multiplayer game 
ittakes minutes. Dull, dull, yawny, snore, 
boring. I'd like to say it’s a good party game, 
but it’s not. Save your money. John D 


Besides the Three-player Mode and the abili- 
ty to changethe color of your monster, WTis 
basically the same old thing. The game is fun 
but level after level of doing the same thing 
just gets oldy|t may be refreshing onceina 
while to play a game that doesn’t havea 
complex plot, busy interface system or flashy 
graphics, but Rampage just doesn’t hold my 
interest. Luckily the Three-player Mode adds 


shawn 


Rampage starts off rather slow but it quickly 
grows Of you until it’s difficult to put down. 
There’s really nothing innovative about the 
gameplay —it’s hardly different from the clas- 
Si¢ arcade Original. Still, somehow it’s very 
playable and like Robotron 64, you can just 
zone out with it for hours at a time. There are 
tons of stages and power-ups,-but admittedly 
there’s little variety between them. If you 
liked the original, check out WT. 
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WAVE 7 {AGES 13¢ 
Developer: Player One 


Let me get this straight— Midway decided to 
release War Gods, but PASS on this? Hello? 
Robotron 64 is one of the most addictive 
games to come along in quite some time. After 
being canned by Midway, Crave picked up the 
game and here it is, back from the dead. Was 
this a wise move? You bet it was. Robotron 
64’s action-packed gameplay will strongly 
appeal to fans of twitch shooters and old 
school-style arcade games (especially those 
who liked Smash TV), and the variety of con- 
trol setups (particularly the ability to use two 
N64 controllers at once) is a welcome addition 
to the game. The graphics are nothing to write 
home about, but they’re hardly what I’d call 
bad. The music, on the other hand, is really 
good—it’s almost all fast-paced techno and it 
really gets your adrenaline pumping for the 
frenzied gameplay. Still, what’s the best part 
about Robotron 64? The amount of pure game 
it offers. There are 200 stages total! By the 
timell/reached 100, | was sure jt Couldn't possi- 
bly get any crazier, but sure enough it kept 
going —and going — all the way fo 200. And 
much tosmy surprise, | thoroughly enjoyedit 
the whole way, through (before | played it, | 
figured it wouldn’t be too hot since Midway 
passed oit...silly me). The only.glaring flaw? 
No two-player simultaneous play. That bites. 
Other than that though, R64 rocks. John 


Finally, a good update of Robotron! This ver- 
sight fixes all of the problems that plaguedythe 
PS version. R64 is fast, frantic and sure as hell 
hard to put down. This is the type of game 
you'll come back to time and time again. It has 
all the addictive qualities that made the origi- 
nal so successful, plus a few nice extras, like 
Bosses, bonus stages and power-ups. It’s a lit- 

ie fo0 easy though; and $50-60 may be too 
much to pay for sucha willis game. = Dan 


| like the N64 version of this game more than 
the PlayStation One. The primary reason is the 
nonexistent load time, which helps the game 
keep up its signature frantic pace. There is, 
howevef, slowdown during later levels. | real- 
ize there are many enemies on Screen, Dut the 
N64 has enough muscle to cope. This fault 
aside, just about everything possible has 
been done to update this classic f you like 
Robotron, you'll like this remake too. Kraig 


Recently, we were graced with a few transla- 
tions of this arcade classic. Now on the 
Nintendo 64, we See one last attempt at reviv- 
ing a game that seems better left to fond 
memori ies. W While the action is quick and furi- 


able Yr 7 without much trouble. | enjoy 
the original game more than this souped-up 
version. {he lack.of the original fullescreen 
overhead view saddens me. Sushi 
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visuals are disgusting. 


overall, Rush 2 is a fun experience. 


RUSH 2: EXTREME RACING USA 


Developer: Atari Games 


Rush fans—grab your wallets and head out 
to the video game store because Rush 2 is a 
heck of a lot better than the original. For 
starters, car control is much more refined and 
responsive. Whereas last year you could 
hardly turn more than 30 degrees, now you 
can whip a U-turn with ease if you need to 
(well, not quite, but...). It’s nice to weave in 
and out of traffic looking for the right lane 
with the new agile cars. Also key are several 
new mod options. Beyond suspension, tires, 
acceleration and the other standbys, motor 
type, torque and durability are also included. 
Picking the right engine is key on some of the 
more challenging tracks. Retrieving certain 
power-ups requires massive jumping power 
and some engines just can’t handle it. In 
appearance, the cars are more detailed with 
brighter paint schemes and better shading 
effects. In fact, the entire game has been 
sharpened-up over last year. It’s not nearly 
as foggy and.grey. Light-sourcing@ffectsyand 
just plain of color have turned the look 
around. As for gameplay, finding all of the 
keys and Dew cans per track is tough but the 
rewards are worth the hassle, The search 
adds many hours of replay. The new stunt 
track is a blast as well. Overall, Rush 21s a 
vastly improved sequetand definitely worth a 
look, especially for Rush fans. Dean 


Rush 2 is a good racer for anyone who 
doesn’t mind repetitive, mindless gameplay. 
Although, the keys and Mountain Dew cans 
do add an extra element to the gameplay. The 
stunt track is the best part of this racer— 
there’s Something therapeutie about flipping 
your Camarounddike crazy and watching it 
explode. [he rest of the gamesyaverage at 
best, except for the Two-player Modes! would 


rent Rush 2 before buying it. Shawn 


You have to wonder if the developers of this 
game have ever actually driven a car before, 
because the way it controls is absolutely 

nothing tike you'd expect. Gameplay. isomuch 
better thaifthe original game though, It feels 
a bit odd, but the shortcuts and stunts make 
for interesting races, especially in Two-player 
Mode. The graphics are horrible-+there’s not 
much pop-up, but the smooth candy-like 


, John D 


Forget the NASCARs and Fas...if you want all- 
out/unrealistie, yet fun arcade action, then 
give Rush 2 artun. The game i$ a Dlast. As 
you'd expect, the game is full of crazy jumps, 
high-speed stunts and secret paths, giving 
Rush 2 a distinct and exciting flavor not 
found in any other racer. |’m disappointed in 
the lack of a Four-player Modeseven though 
it Was left out purposely for tech reasons, But 
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S.C.A.R.S. 


Developer: Vivid Image 


Think of a game a bit like Mario Kart, but 
imagine that the graphics are a lot better, 
with lots of dynamic lighting and sexy tex- 
tures and an underlying concept that’s dubi- 
ously weird—this is S.C.A.R.S. For some rea- 
son Vivid Image has chosen to set the game 
A) in a super computer (which makes the 
minimal texture pop-up justifiable) and B) in 
a racing environment where all of the cars are 
inspired by large predatory animals. It’s not 
exactly Mario, Luigi, Bowser and Toad is it? 
Personally I’m not able to feel one way or 
another about a car that’s supposed to look 
and act like a rhino. It’s all a bit redundant to 
be honest, but it’s forgivable...because it’s 
actually a pretty playable game. It doesn’t 
break any new ground by any stretch of the 
imagination. Look at all of the options that 
are in Mario Kart and you’ve pretty much got 
the idea. There’s a Grand Prix Mode, chal- 
lenges (one-on-one racing), time attacks 
(with @host racer) and up to fourplayenmulti- 
play. Cars can carry two weapons at once, 
they can jump, there are turbos, the tracks 
split into multiple routes...sound familiar? 
The handling is very sweet though, and 
there’s enough in there to keep you occupied. 
S.C.A.R.S, doesn’t get much for originality, 
but its certainly ayotybetter than most of the 


crap facing games On the N64. John D 


S.C.A.R.S. doesn’t suffer too much from any 
one problem—it just isn’t all that fun. The 
graphics are OK, especially all the | kG 
light-sourcing. But to me, the tacks aren't 
exciting. They're so twisty and erratic it 
becomes @ chore to stay on the road, let 

alone target vehicles. The kiddy power- ups 
and-constant powersliding doesn’t help ei ther, 
and the frame-rate i§ average at best, What’ S 
left? Not much but a mediocre game. Dean 


S.C.A.R.S. seems a little rough around the 
edges when you first play it, but once you 

get used fo the game’s controls, everything 
becomes-a let more tolerable. The graphics 
are extremely nice (quite sharp for an N64 
game, with none of that annoying blur), and 
the gameplay, while hardly revolutionary, 1s 
well-balanced and fun. |t lacks the overall 
appeal found in games like Mario Kart or 

DKR, but it’s still a solid racer. John R 


With the likes of games like Mario Kart 64, 
Diddy Kong Racing and F-Zero X’on the N64, 
S.C.A.R.S. becomes a lot tougher to swallow, 
The music,is grating and the action seems 
stilted during certain races. Some of the 
graphical effects that are nice on the PS ver- 
sion aren’t pulled off as effectively on the 
Negutike the rear light trails and the head- 
lights). Even on its own, this is an uninspired 
racer with little new to offer. Sushi 
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Developer: DMA Design Developer: Snowblind 
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Developer: Atlus 


Featured In: N/A 


Although this cutesy racer appears tailored to 
the kindergarten crowd (like half the other 
N64 games), Snowboard Kids actually packs 
plenty of depth and replay value. You get 
excellent control and six well-designed cours- 
es (as well as a hidden track). Yet it’s the pay- 
as-you-play power-up system that makes this 
game such a standout. To collect the offen- 
sive and defensive power-ups that litter each 
course, you have to do more than just race 
over the top of them—you have to buy them 
(each costs 100 coins). And the best way to 
build up your bank account is by performing 
tricks, which are pulled off using the same 
intuitive system as Cool Boarders 2. Money 
raised in each race can be used to buy better 
snowboards. It’s a cool concept that keeps 
you playing early courses and perfecting your 
tricks until you can buy the boards needed to 
win later races (which have you boarding on 
grass and sand). You also get three mini- 
game@s—a downhill shooting spree, a trick- 
intensive half-pipe and a Time Attack Mode— 
to help raise additional cash. A TWaining Mode 
and snowboard paint shop add extra polish 
tothe game. But best of all is the Multi- 
player Mode. Four-player racing is a blast, 
and since—like in Mario Kart 64—the best 

lM power-ups go to the:player in last place, you 

™ can always be sure of a close race. Cris in 
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Zelda 64, Perfect Dark, Turok 2...you know 
you’re going to buy those games, but for a 
moment, let’s forget about the hype and take 
a look at a quiet cart named Space Station 
Silicon Valley. This surprise game came out of 
nowhere and seriously hooked me. It’s innov- 
ative, original and a hell of a lot of fun. The 
animal system is ingenious, with each of the 
60-some wildlife having unique skills you 
must exploit properly to solve all the puzzles. 
Combine this with the well-designed levels, 
and you have a game that is dressed for suc- 
cess. Speaking of the levels, | still can’t 
believe how well thought-out they are. Not 
only did the programmers plan for every con- 
tingency (so you’ll never get completely stuck 
somewhere because you picked the wrong 
animal for the job), but they allowed for mul- 
tiple solutions for most objectives. This gives 
you a real feeling of satisfaction when you 
figure out all on your lonesome how to com- 
plete each non-linear level. Brilliant. I'd be 
remiss, however, not to mention SSSV’s 
shortcomings. The music is ultra-annoying. 
The game has a few, very hard-to-find bugs 
(where you can get stuck in some polygons, 
Of YOU pass a Wall that’s supposed to be 
impassable). And finally, the camera work 
really, really stinks. But’still, | have to give 
this game my hearty recommendation. Dan 


I’m surprised by how much | like this game, 
especially since | wasn’t a fan of Top Gear 
Rally. Top Gear Overdrive looks and feels 
more like a PS racing title, only a bit 
smoother and somewhat faster. Actually, 
make that a lot faster! The frame-rate is really 
impressive. Flying through a race firing off 
turbos is a blast. It’s like a controlled roller- 
coaster ride. Decent racing gameplay keeps 
the cars on the track for the most part. A 
healthy dose of power-sliding and jumping 
are heavily featured, but not to the point of 
stupidity (as in San Francisco Rush). Mainly 
winning comes down to finding the shortcuts 
and using them consistently. Occasionally it 
seems like you “magically” jump up four to 
five positions but not all the time. Finding 
those shortcuts can be a real challenge, but 
lots of fun. Overall, | get that tingly “I’m- 
obsessed-with-winning-all-the tracks-in-one- 
sitting feeling.” That’s a good sign. And, while 
some of the cheap stuff, like exploding on 
walls and pillars is lame, | still really like this 
title. Plugging in the RAM Pak increases the 
frame-rate and resolution, though it’s not, all 
that distinguishable. The game is already 
good-looking. Car selection is cool tao—the 
new VW bug, SUVs, Cameros—they’re all 
good (well, they’renotthe real cars, but 

A still...). Overall, avery good game. Dean 
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TGO isn’t quite as in-depth and realistic as TG 
Rally is, but ultimately it’s a lot more fun to 
play. The graphics are excellent (if you've got 
a RAM Pak, they’re even better), and.the con- 
trol, once you get used to it, 1s Sweet. The 
track designs are impressive (mastering 
shorteuts is a must!), and being able to play 
the Champ. Mode with up tegPeules. The 
music is grating, and cars blow up too easily, 
but otherwise | dig TG Overdrive. John R 


This is one of the most ingenious and original 
games I’ve come across in a long time. Don’t 
be fooled by the “3D platform” look—this fs 
a fine example of well-crafted game design. It 
may seem silly at first. After all, playing asa 
sheep, or being a rat that craps explosives is 
a little odd...but the interaction between the 
numerous species is incrediblesAsa feat of 
Al alone this is exemplary. More importantly 


A it’s fun and humorous. John if 


Snowbaard Kids is a surprisingly fun. snow- 
boatding game that has a lot oftappeal and 
immense replayability. |f you're looking for 
real fast downhill action, you¥e net gonna 

find it here. On the other hand, tf you want a 
snowboarding game with great control, very 
nice course design, several very fun mades of 
play and great Mario Kart-esque gameplay, 
this is your game. Multiplayer is a lot of fun 
too, and the power-ups are very cool. John 
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Here’s another DMA game that—like Body 
Harvest—seems to have been in develop- 
ment forever. And, also like Body Harvest, the 
marathon development effort really shows. 
This game is a massive, funny, expertly craft- 
ed adventure-puzzle hybrid that’s so thor- 
oughly entertaining | can forgive the occa- 
sional annoying camera angle» With its huge 
variety of critters and puzzles, every tevel 
packs a unique gameplay twist. 


Top Gear Overdrive and WipeOut 64 In one 
month? Finally.some decent racers for the 
N64. Top Gear Overdrive isn’t the most reat- 
istic racer around, but that’s exactly what | 
like about it. ! had more fun working my way 
through this game than I’ve had in any other 
racer on the system. | attribute this to the 
variety of courses, sweet controand 

@ upgrade/cash system—the game just feels 

Mm right. It’s definitely worth a purchase. Shawn 


Besides.the overly cute characters, SK is a joy 
toyplay, | haven’t had this much fun since | 
played Mario Kart for the first time. In fact, 
Snowboard Kids has better graphics in.most 
instances. | really enjoy the Multiplayer Mode 
(although it’s Kinda hard to see ceftain 
things), and the One-player Mode offers 
plenty of gameplay. For exampiepietove the 
way you can Save up money to get yourself 


a better board —very cool. Shawn 
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It seems like there’s been an avalanche of 
racing titles for the N64 recently. Top Gear 
Overdrive is certainly one of the better 
efforts, but it’s definitely an acquired taste. 
Each track has many shortcuts to find, which 
are key to winning. The annoying part is the 
ease at which your car explodes. A minor 
fender-bender encases your vehicle in a ball 
of flames. Powering up your car is fun and 
multiplayer is a blast. Worth a try. Sushi 


# This Mario-Kart-on-the-snowy-slopes sleeper 
hitshas just about everything going for it: 
solid controls, great graphics and semradical 
action. This is more than just a Mario Kart 
wanna-be—a few new features make it stand 
out over its competition. Also, having to line 
up for the ski lift can make for interesting 
(and hilarious) situations in multiplayer 
games. SK needs more courses, but it’s 

stilf'a lot of Fun, especially for four. 


You don’t play games like this everyday. 
Space Station Silicon Valley is a quirky little 
adventure title that has as much challenge as 
it does offbeat humor. The game is huge and 
has plenty of different objectives to keep 
things interesting. The control of the various 
animals could have been better and the 

music can get quite annoying, but overall this 
is one very well-designed game that’s defi- 
nitely worth checking out. Sushi 
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TWISTED EDGE SNOWBOARD. 


Developer: Boss Game Studios 


With 1080° Snowboarding out, | can’t think 
of a good reason to bother with Twisted 
Edge. Actually, | can think of two reasons... 
1) If the control and the problem with landing 
in 1080’ really rubs you the wrong way, or 2) 
If you enjoy spending your hard-earned 
dough on average games. | only hope you 
weren’t that disgruntled about the control in 
1080°. OK, on to what makes Twisted Edge 
such an average snowboarding game. First, 
the game is best described as linear. It’s 
strange to think of a snowboarding game as 
such but it’s true. Why? Each course you play 
and each stunt track you sail down doesn’t 
have enough shortcuts and variety to keep 
your interest. I’d just go down a particular 
track, see a couple of sites, jump a couple of 
jumps and move on. | expected more from 
the courses. The modes of play are the same 
way —they’re pretty cut-and-dry. Two-player 
play is also a major letdown. That’s half of 
the funn aysnowboarding gamev! want to 
compete in a bunch of different ways—not 
just on a downhill course without much vari- 
ety Or many,jumps. On the good side, the 
trick system in)Twisted Edge is very friendly. 
Once | learned some of the moves, doing 
them was pafticularly satisfying and quite 
cool-looking. In addition,the music is pretty 
sweet, Rent this one first to be safe. Shawn 


We’ve reached the apex of the “me-too” 
snowb@arding games. From the success of 

the original Cool Boarders comes the latest of 
the horde. But instead of a highly refined 
learn-from-the-others entry we have a sim- 
ple, mildly impressive, arcadish slider. 
Mediocre sound and commentary mixed with 
easy-to-learn trick combos and far-out arcade 
physics make for an amusing but limited 
game. laken for what itis, it’s decent. Dean 


Twisted Edge Snowboarding looks good, 
sure, and it packs plenty of easy-to-perform 
tricks, but !reatly see no reason to buy and 
play it if.you have Nintendo’s immensely 
superior 1080) which offers better graphics, 
a more challenging trick system and better 
tracks overall. Speaking of tracks, TES needs 
morevof them (| despise the track-mirroring 
trick used here and in so many recent racers). 
For die-hard snowboard freaks only. Orign 


How many crappy snowboard games do we 
have to put upwith this year? Like all of them, 
this looks reasonably nice but suffers from A) 
being slow, B) being boring and C) having 
over-simplified controls. As you'd expect it’s 
full of “attitude,” which means you can 
expect a voice-over featuring a moron throw- 
ingéimpathetic expressions like“tuna salad 
dude.” What the hell does that mean? Don’t 
bother. Buy 1080’ instead. John a 
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VIRTUAL CHESS 64 
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Developer: Titus 


Step one: Turn on Virtual Chess 64. Step two: 
Turn off its ridiculous battle-chess anima- 
tions. These repetitive, crudely animated 
scenes are more annoying than entertaining. 
You'll want to switch to the 2D board view, 
too, since the 3D board can make for awk- 
ward perspectives. Such gripes aside, the 
rest of VC64 is a surprisingly deep and com- 
prehensive chess game. The charm here is in 
the options. You get a tutorial that covers 
everything you’d ever want to know about 
chess, including basic moves and terminolo- 
gy, advanced strategies and classic blunders 
to avoid. You can also practice several end- 
game scenarios or sit back and watch play- 
by-play analysis of famous chess matches, 
some more than a century old. The tutorials 
are Strictly no-frills, with scrolling text to 
highlight on-board goings-on. But hey—we’re 
talkin’ chess here, not GoldenEye. VC64 offers 
14 difficulty levels, including Beginner Modes 
that fore@ the computer to play like an idiot. 
Still—not being a chess genius myself—| 
found the easiest level to be pretty tough. At 
the highest.difficulty level, the CPU can com- 
pute up to 3,000 possible moves per second 
(Titus’ chess engine has won several world- 
class tournaments). Chess masters won't be 
disappointed, and newbies have everything 
they need to get into the game. 


! This is one fairly impressive cartridge. The 


extensive and comprehensive tutorials have 
taught me things | never knew about the 
game of chess. The Al is also pretty damn 
solid. | had trouble beating some of the easy 
levels (though I’m no chess expert by any 
stretch of the imagination). | found the 3D 
Mode painful to play and watch, so | ended 

up just playing plain ol’ 2D chess. The battles 
are pretty weak as well. Dan 


This kind of reminds me of Battle Chess, 
except it isn’t nearly as good. The battles 
displayed when chess pieces collide are real- 
ly cheesy..j.understand that there’s limited 
cartridge space, but most of them are pretty 
lame. You can turn off the animations and 
make the game into a plain vanilla chess 
matehy If that’s what you’re looking for, this 

is good enough to serve those needs. Just 
don’t expect anything too fancy. Krai i 


| wasn’t expecting anything too flashy from 
Virtual,Chess,64, but if they’re going to have 
animated battle scenes similar to Battle 
Chess they should at least be as good as the 
ones in-Battle.Chess. Other than that, the 
only problem | had was the slow play. Still, 
Virtual Chess 64 is fun and straightforward. 
If youre looking for something simple, try it 
out. Butedon’t expect VC6q4 to spice things up 
too much in the chess arena. 
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As we Said in our preview last month, one of 
the biggest problems with this game is the 
fact that there’s only one course. Waialae may 
be a beautiful and somewhat unpronounce- 
able Hawaiian paradise, but it’s not really 
enough for a golf game these days. Still, the 
game tries to make up for this deficiency by 
throwing all kinds of different options at you 
to keep you interested. Six different play 
modes kick things off with everything from 
practice to skins covered. Ample to keep you 
busy...but not anything to write home about; 
pretty much every golf game on any system 
these days offers this much. So what else? 
Well...there are lots of customizable thingum- 
mies that let you screw around with attribut- 
es for the golfers themselves, their golf-bats 
(just kidding) and the shots, but at the end of 
the day...so what? Does it play OK? Well, yes 
and no. The ball physics seem all wonky and 
it’s really difficult to judge distances 
visually—So much so that you @nd Up)seeing 
what distance your club is rated for and then 
still have to work on the power Bar a lot just 
to try to.attain your desired distance. There 
are presentation problems too. The music Is 
horrible, the “selection” pinging is SO iritat- 
ing and the player graphics are so,obviously 
blue-screened it’s ridiculous. Shame. this is 
the only N64 golf game out there. John D 


Considering there aren’t a lot of golf.titles on 
the N64 | was anxious to try Waialae, Boy 

was | let down. The menu interface before, 
during and after the swing is clunky and 
inefficient. At times, you feel you don’t have 
enough control over a situation and at others 
you have too much. There are lots of modes 
to-try; but you're limited to a handful of char- 
acters, and only one course just isn’t enough 
these days. Rent it first, forsure. Dean 


Waialae is a solid golf game that’s plagued 
with a couple of really annoying shortcom- 
ings. The most important is quite obvious — 
there’s only one course. | don’t know, about 
you, but Il sure as heck ain’t paying $50 fora 
one-course golf game. The other thing that 
bugs me is that the ball physics during play 
are too stiff. If you can get pastythese quirks, 
you should enjoy the game, but still--’d 
highly recommend renting it first. John R 


This style of golf game was outdated three 
years ago, Fuzzy digitized graphics mixed 

with a cumbersome interface/are a bad mix 
for any game, but it’s absolute death for golf 
sims. It’s especially difficult to geta good 
read on the greens during putting. The most 
useless.option award goes tothe caddy _ 
selection. Choose from several different cad- 
dies who do...nothing! No.advice, club hand- 
ing or movement! A subpar effort. Sushi 
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Developer: Asmik 


At first glance, Revenge looks like a War Zone 
killer. The graphics are way better than War 
Zone’s, if you can believe it. And the number 
of animations packed into this cartridge is 
staggering. If you’re only looking at the two 
games, there’s no comparison—Revenge is 
champ. The gameplay, however, is a different 
story. This game is very easy to get into— 
perhaps too easy. Every move can be pulled 
off with a minimal of fuss: hit a couple of but- 
tons, maybe press the D-pad and boom: one 
easy piledriver or suplex coming up. This 
wasn’t a big deal back in the WCW vs. nWo: 
World Tour days. But after playing War Zone, 
where controller motions are slightly more 
complex, Revenge’s simplicity is a bit of a let- 
down. Even worse, every character has the 
same set of simple controls. Unlike in War 
Zone, once you’ve learned one wrestler in 
Revenge, you've learned them all. Thankfully, 
this game has so many wrestlers, each with a 
different set of animations for those same 
controls, the variety keeps things interesting. 
The game's light on modes {no Create-a- 
player, Training Mode or Cage Matches), but 
when you're having a blast im four-player Tag 
Team/or Battle Royal, you won’t really Care. 
Overall, Revenge falls shortofafew game- 
play Standards that'War Zone set, but it’s a 
very solid and fun title nonetheless. Dan 
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WCW/nWo Revenge is missing a couple of 
elements thatWar Zone has which | really like 
(particularly the Create Player Mode, as well 
as a Steel Cage match), but on the whole, | 
prefer Revenge. The graphics and animation 
are far superior to War Zone, and | prefer the 
more simplified gameplay system. As was the 
case with WCW Vs. nWo last yearjgP play is 
an absolute blast. You won’t find many bet- 
A ter party games, that’s for sure. John R 


| don’t know what happened but lately | really 
like wrestling..games. Maybe it’s because 
companies like Asmik have been making 
excellent wrestling titles. Like every other 
wrestling game |’ve played, the Multiplayer 
Modes in Revenge are what [ enjoy the most. 
Yeah, the one-player is fun but nothing really 
compares to beating up on Shoes Overall, 
Revenge is a very solid wrestling game in 
both how it tooks and how it plays. Shawn 
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This is by far the most inclusive wrestling 
game I’ve ever.seen. Every wrestler I’ve ever 
heard of is in here, every venue too. It’s 
mighty pretty too —seamless graphics and 
smooth animation. | have a problem with the 
controls though. To me it feels teo hit-or 
miss. You initiate a hold, hit a button and the 
guy may or may not perform the move. | wish 
it was more predictable. I’m more apt to play 
War Zone but |’ll admit this is good. Dean 


7 Developer: Zed Two | 


You can say |’m a puzzle game freak. |’m also 
big on games that are innovative and com- 
pletely original. Wetrix is a puzzle game. 
Wetrix is also innovative and completely origi- 
nal. Unfortunately, the game just doesn’t do 
much for me. The concept of building lakes to 
contain water sounds good on paper, but it 
doesn’t make for a terribly exciting game. All 
you do is build walls and do damage control, 
over and over...and since each stage looks 
pretty much the same (except for the few in 
the Handicap Mode) the game gets real repet- 
itive, real quick. Larger or different-shaped 
playing fields would’ve been nice. OK, so how 
about the two-player game? | thought per- 
haps competing against humans would make 
Wetrix a little bit more enjoyable (I love the 
thrill of stomping my co-workers down in 
competitive puzzle games). Unfortunately, the 
two-player Wetrix experience isn’t a whole lot 
better. Since you have to play on split 
screens, it’s Slightly difficult to place the 
pieces exactly where you want them to go 
(and “slightly difficult” can translate into 
“very frustrating” in a puzzle game where 
the slightest gap could spell doom— a prob- 
lem that’s also present in the one-player 
game). In the end, Wetrix is a. unique game 
that offers great ideas but falls short in the 
“fun” and “addictive” departments. Dan 


When | first started playing this | had high 
hopes for another excellent puzzle game in 
the vein of Tetrisphere (a personal favorite). 
Unfortunately though, it falls a Bit short. My 
biggest problem with it is that the balance 
seems all off. The blocks you have to arrange 
and the water that you have to contain 
seems to be distributed far too randomly. To 
add to the annoyances, once you get things 


going it becomes too repetitive. John D 


Wetrix is arefreshingly different puzzle game 
that’s extremely pretty, but not-as hopelessly 
addictive as | had expected. | can’t seem to 
stay interested for more than three or four 
games at atime. The challenge is there, but 
the excitement isn’t, especially in the disap- 
pointing Two-player Mode, which lacks the 
fever and depth of most classic puzzlers’ 2P 
Modes. The game is polished, and it’s not 

bad, but 'd rather play Tetrisphere. John R 


This puzzler gets points for most creative use 
of the Tetris block-dropping concept. Building 
pools to contain falling water doesn’t quite 
match the.intensity of the faster stages of 
Tetris, but it’s not bad. | would’ve liked it more 
if the falling blocks could be snapped into 
place quicker. As it is the game is slower due 
to-alignment time. Two-playemplayis OK, but 
nothing earth-shattering. The words “solidly 


average” could best describe this one. Dean 
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Developer: Psygnosis 


This is WipeOut, yes? That 3-year-old 
PlayStation game, yes? The one that had all 
of the fab music? Why the hell did Psygnosis 
bother? Well—amazingly—it’s because they 
could pull it off. Somehow, using the mira- 
cles of the N6q4’s MIDI chip, we are treated to 
some of the best music ever on the system, 
including “real” stuff from Fluke and The 
Propellerheads as well as remixes of many of 
the tunes from the PC version of WipeOut XL. 
Next, the N64 pad is pretty much perfect for 
WipeOut. It’s not until you’ve played it with 
an analog pad that you realize that it’s actual- 
ly a beautiful and oddly relaxing game. Also, 
while previous versions were fast—this is by 
far the speediest yet. In the game’s most 
extreme mode things get completely out of 
hand as you hurtle around the tracks at poly- 
gon-destroying pace, and if anything, that’s 
W064’s biggest problem. While the gameplay 
is nippy, the graphics engine doesn’t seem to 
be able to Keep up and there’s some nasty 
pop-up on the more complex tracks. It does 
retain its.sense of speed in Multiplayer Mode, 
though, WipeOut always needed Some party 
spirit, and the Split-screen Mode ts just what 
we needed, especially Four-player. It gets a 
bit blurry, but it’s still fast. So it.offers a 
lot...but is it betterthan F-Zero X?.No, but It’s 


a welcome port of a classic. John D 


There isn’t anything majorly wrong with 
WipeOut 64 aside from the game’s difficulty 
and the horrible pop-up in mast of the cours- 
es. Coming around a turn and seeing what 
seems like the entire universe pop-up before 
your very eyes is a bit unsettling. Other than 
that the graphics are fine, and the frame-rate 
is incredible, It’s so fast, in faet, at one point | 
nearly wet myself. |’ve been a fan of WipeOut 


\ for a long time, so 'say go for it. Shawn 


One of the original games that brought the 

PS into the spotlight makes an impressive 
showing on the N64. WipeOut 64 is much 
better than its 32-Bit counterparts for one 
very good reason: Four-player split-screen 
action (which runs real smooth with some 
very minor pop-up). | still hate slowing down 
to a halt every time you bump into a wall. 
Add to that a very tough challengetevel and 
you can expect to pull out lots of hair. Dan 


WipeOut 64 turned out to be a lot better than 
| expected. The graphics aren't much nicer 
than WOXL for the PS, but the game speed 
just blazes. It’s even faster (in Some.cases, 

a lot faster) than F-Zero X. The Challenge 
Modes are well-balanced and fun to play, But 
once you've mastered them all, there’s not 
much more to do. Multiplayerisfun (though 
4P is a bit cramped), and as always with WO, 


the music is excellent. John i 
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Developer: EA Sports 


So what’s different this time? Well, World Cup 
98’s goalies seem a bit better than before. 
They’re no longer fazed by headers and seem 
to react a lot quicker to the action. There are 
some adjustments to the moves that the 
players can make too. It’s now easier to stop 
the ball running off, but more importantly the 
whole tackle system has been overhauled to 
stop the game from descending into a sliding 
tackle fest. As you’d expect it’s an interna- 
tional affair, and the attention to detail is 
impressive throughout. The French stadiums 
are all beautifully rendered and the teams are 
all wearing the correct 1998 strips. A histori- 
cal game feature opens up once you’ve taken 
a team through and won the Cup that allows 
you to play famous matches from history. 
Some of these are even presented in black- 
and-white and have Kenneth Wolsten-Holme 
commentating (the man who said, “They 
think it’s all over!”). Gripes? The controls are 
stitea bit tough to get used to->a@nd thisis 
marred further by the fact that the N64’s 
Control Pad just wasn’t designed with this 
kind of thing in mind. Passing is still a bit 
erratic—but at least you can pass into space 
and hope the player select system realizes 
What you’ve done. It’s still not aS good as 
Konami's |SS64...butthisis definitely the 
closest EA has come $0 far. John 1) 
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| can sum up this review real easy: Read my 
N64 FIFA: Road to World Cup.98 review (issue 
#102). Thisis basically the same game, 
touched up with a few negligible enhance- 
ments. The frame-rate still stinks, and the 
goalies still act confused (although less 
often). Don’t get me wrong: This ts still a fine 
soccer game. But EA is ripping you off with 
this so-called update. Ifyou own RtWC 98, 

\ subtract seven points from my score. Dan 
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World Cup 98 is only a marginal improvement 
over Road to World Cup 98 (which was 
released just a few short months ago). EA 
should’ve just incorporated all of WC’s fea- 
tures into RtWC in the first place and saved 
gamers a good$50 or so. But to be honest, 
it’s still a great game, and if you don’t own 
RtWC, | highly recommend it. The In-Game 
Management feature is a nice addition, and 
the new Classic Mode is cool. John yl 


Sporting slightly improved graphics, game- 
play and presentation, this is aybit more pol- 
ished version of FIFA: RTWC. On the other 
hand, a few things have been removed such 
aS indoor soccer. But what’s annoying is that 
they didn’t improve some of the things that 
begged for it, such as the game’s frame-rate. 
There’s no excuse —if |SS64 can run that 
smoothy-so can this, Nevertheless, if you 
don’t own RtWC 98, | recommend it, Krai 
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WWF WAR ZONE 


22:57) 


~ SHAMROCK 


Developer: Iguana 


If you’re a wrestling fan, there’s no doubt 
about this game being a good buy. It has 
plenty of wrestlers, signature moves, modes 
of play and great graphics. For those of you 
out there who are like me though (who think 
wrestling is alright but nothing spectacular), 
don’t expect this game to bring anything all 
that innovative to the table. It’s not going to 
change your mind about the fake...er, dra- 
matic sport of professional wrestling. In fact, 
the most innovative feature of this title — 
something | think is simply incredible —is the 
Create Player Mode. | haven’t had this much 
fun since | made tracks in Excitebike! Sure, 
a lot of it is just for laughs but isn’t that 

what gaming is all about anyway? | think so. 
Picture this: A scrawny 100-pound dude wear- 
ing nothing but an eye-patch, suspenders, 
bow-tie and leather knee-high boots fighting 
against the massive Undertaker. Now that’s 
what | call comedy. Another impressive fea- 
ture is the game’s audio. A few times | forgot 
it was all on a Cartridge —it’s quite impressive 
in both quantity and quality. | can’t say the 
controls all that intuitive though. Tryingto 
hit one of the C buttons along with A or B to 
do a move is a little tricky when you're also 
trying to position your guy properly. Still, the 
game is all about,funyWe laughed for hours 
on end while playing this one. Shawn 


By now. you should know that we here at EGM 
are all suckers.for great multiplayer games, 
Well, let me tell ya— WWF War Zone ranks 
right up there with the best of em. The engine 
ism’t quite as solid as WCW Vs. nWo, but the 
gameplay is more exciting, the modes are 
more interesting (Weapons and Cage Modes 
rule), and the Create Player feature is just 
totally awesome. |f you're into four-player 


games, this really is a must-own. John R 


Think what you will of professional rasslin’. If 
you take the time to learn the myriad of 
moves in War Zone (so you’re not just mind- 
lessiy mashing on buttons), you'll find.a.great 
game, with great controls, great voice-work 
and great animations (so realistic, theyll 
make you cry out “ouch” more than once), 
Tons of modes and a sweet Greate Player 
feature gives WZ incredible replay value. 
Collision detection is a bit iffy at times... Dan 


Aside fram the smoother textures, and the 
addition of a couple of modes, this is essen- 
tially the same as the PS War Zone. {t doesn't 
seem quite as responsive but that could just 
bé an analog thing. Multiplayer is great fun, 
and the Create Player Mode is fantastic, The 
Training Mode and instant moves lists are 

very helpful too. | never thought a wrestling 
game could be this hilarious and funin mul- 
tiplayer), but believe me, it is! Dean 
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Developer: Nintendo 


| can’t begin to tell you how disappointed | 
am with Yoshi’s Story. The Japanese version 
took all of a day to master, and it had me 
begging for more. How could they make it 

so short and easy? Why was the gameplay 
simplified so much from Yoshi’s Island? Why 
were there so few Bosses, and why were they 
so darn easy? | figured the U.S. version might 
be improved a bit, but alas—it’s here, I’ve 
gone through it all (again, in the better part 
of a day), and unfortunately, the changes are 
minimal at best and do not affect gameplay 
whatsoever. Fans of the original Yoshi’s 
Island (one of the best platformers of all 
time) are going to be shaking their heads at 
the simplicity of this sequel. This game is 
very obviously aimed at the 6-and-under 
crowd, and while | can definitely see my niece 
or nephew enjoying it for its great graphics, 
overwhelming cuteness and ease of play, |— 
as a huge fan of Yoshi’s Island—am utterly 
disappointed. Aside from the graphics, Ykwas 
better than this game in nearly every way: 
gameplay, variety, depth—you name it, The 
little cOlndetters hidden on each stage (new 
to the U.S, version) are a diversion at best, 
and the message they spell out isn’t worth 
the effort, Rent it for your kids, enjoy it for a 
couple of hours yourself— but don’t, get your 


hopes up. This is no Yoshi's Island. John # 


Well, after,a lot of anticipation, this game has 
really let mesdown. It’s not thatythis is a bad 
gameé—it’s not. There just isn’t enough of it. 
You can literally beat the game in under two 
hours, whichis utterly ridiculous. Nintendo 
would rather have you go through the game 
and choose multiple paths (thus beating the 
game Several times), and find a bunch of 
lame letters to get more playability. say just 
make a better game, and more of it. Krai 


| This is, hands-down, the cutest game on the 


planet, And it’s close to being the greatest 
platform game, too, if there Was just more to 
it. Nintendo got nearly everything right—the 
control, graphics, music and sound effects 
are all brilliant. Now why arer’t there enough 
levels, Bosses and secrets to keep me busy 
longer than a weekend? Stikktike the original, 
YS is a work of art. But one rental is probably 


all youll need to appreciate it: Cris in 


Being a fan of old-school 2D side-scrollers, | 
had high hopes for Yoshi. While the graphics 
and sound Sure lived up to my expectations, 
the gameplay didn’t. Don’t get me wrong—it 
plays great, but with only 24 levels it’s over 
far too fast and the Melons and coin letters 
don’t offer any real reward for finding them. 
It’s great for kids, but for a vet like myself, it’s 
just not enough. want more challenge, more 
secrets and more depth. Sorry N. Sushi 
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* Electronic Gaming Monthly Rates This Year's Killer Systems 
¢ Reviews And Tricks For So Many Games, It's Probably Not Healthy 
» And Of Course EGM’s Coveted Good, Bad and Silly Awards 


ON SALE NOW ON SALE NOW ON SALE 1/5/99 


The Most Comprehensive : EGM’s Crack staff pulls no : The Best Compilation of 
Strategies and Reviews of : punches as they tell it all in : Tricks, Codes and Cheats 
the Hottest Sports Games : the Annual Video Games | Ever Published 
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Shadows of the Empire 1996 


piete) t1/3' tm Check Your Mag! 


Simply check off which magazines you want and send in the order form (photocopies acupted) 

along with a check made payable to: Ziff-Davis for the amount indicated for each magazine plus shipping and 
handling —add $2 for U.S., $3 for Canada and $5 for foreign orders— in U.S. funds only for each magazine! 
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©) BULBASAUR IVYSAUR 


RED: Prof. Oak at the start of 
the game 


Evolve from #001 


BLUE: Prof. Oak at the start of 


the game Evolve from #001 


p= | TACKLE 
a 
| 27 | RAZORLEAF | GS RAZOR LEAF 
GROWTH | NM GROWTH 
SLEEP POWDER | GS. | 
Bulbasaur . Ivysaur Lv.16 Venusaur Lv. 32 . Bulbasaur Ivysaur Lv. 16 Venusaur Lv. 32 


GRASS , N 
POISON ik § 


RED: RED: 
Evolve from #004 Evolve from #005 


Evolve from #004 


| TYPE_ 
| - | SCRATCH =| «WNM_ 
| = | GROWL CSCO 
| - | EMBER |S Ci 
15 | LEER —C—C*dC:CNM— 
RAGE 

‘SLASH 
FLAMETHROWER 

-FIRE SPIN 


Evolve from #005 


Charmander Charmeleon Lv. 16 Charizard Lv. 36 Charmander Charmeleon Lv. 16 Charizard Lv. 36 


VENUSAUR 


RED: 
Evolve from #002 


Evolve from #002 


LEVEL 


p= | TACKLE 
| - [GROWL 
| - | LEECHSEED 
| =| VINEWHIP 
| - | POISON POWDER 
a 


GRASS 
POISON 


RED: Prof. Oak at the start of 


the game 


BLUE: Prof. Oak at the start of 


the game 


BUBBLE 


WATER GUN WT 


BITE 
WITHDRAW 


Squirtle Wartortle Lv. 16 


Blastoise Lv. 36 


CHARMANDER 


RED: Prof. Oak at the start of 


the game 


BLUE: Prof. Oak at the start of 


the game 


Charmander Charmeleon Lv. 16 


RED: 
Evolve from #007 


Evolve from #007 


BITE 


Charizard Lv. 36 


WITHDRAW 


Squirtle | Wartortle Lv. 16 


Blastoise Lv. 36 


BLASTOISE \/ CATERPIE METAPOD | \/ BUTTERFREE 


RED: | | RED: RED: RED: 
Evolve from #008 i Routes 24, 25, Viridian Forest Routes 24, 25, Viridian Forest Evolve from #011 


BLUE: BLUE: BLUE: BLUE: 
Evolve from #008 Routes 24, 25, Viridian Forest Routes 24, 25, Viridian Forest Evolve from #011 


ACK qT 
12 


AC | NM | 
TAIL WHIP 


_ NM _ | 


| 42 | SKULLBASH | NM _ 


EVOLUTION EVOLUTION EVOLUTION 


Squirtle Wartortle Lv. 16 Blastoise Lv. 36 Caterpie Metapod Lv. 7 Butterfree Lv. 10 Caterpie Metapod Lv. 7 Butterfree Lv. 10 Caterpie Metapod Lv. 7 Butterfree Lv. 10 


TYPE: 


jee 

| : Fee! 
! 

e 


| RED: RED: RED: RED: 2 
1 Routes 24, 25, Viridian Forest Routes 24, 25, Viridian Forest Evolve from #014 ROUTES 1, 2, 3, Sy'G, 7; Ox BAe 25 


| BLUE: BLUE: BLUE: BLUE: - 
| Routes 24, 25, Viridian Forest Routes 24, 25, Viridian Forest Evolve from #014 Routes 1, 2, 3, 5, 6, 7, 8, 24, 25 jim 


Le — tryee TX J } dt 
HARDEN 
ee 


, seven | ATTACK 
FE Fiz ouick armack [9 
a Mar 19 | wHiRtwinn | NM 

a 
earn Teak 
oT ar eT ae 


EvoLution EvotuTion EvoLuTION | EVOLUTION 
| SS ee ——— SS SP 
Weedle Kakuna Beedrill Lv. 10 = Weedle Kakuna Lv. 7 Beedrill Lv. 10 k Weedle Kakuna Ly. 7 Beedrill Lv. 10 | Pidgey Pidgeotto Lv. 18 Pidgeot Lv. 36 


TYPE: 
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PIDGEOTTO 


RED: 
Routes 14, 15, 21 


Routes 14, 15, 21 


~ GUST 


SAND ATTACK 


RED: 
Evolve from #017 


Evolve from #017 


+ 


SAND ATTACK 


QUICK ATTACK 
WHIRLWIND 


QUICK ATTACK 


WHIRLWIND 


RED: 
Routes 4, 2, 14, 15, 16, 17, 18 


ROUTES 1, 2, In, 18, 16; 17, 18 


LE 
TAIL WHIP 


_| QUICK ATTACK 


HYPER FANG 
FOCUS ENERGY 


RED: 
Routes 16,17, 18 


Routes 16, 17, 18 


TACKLE 


| HYPER FANG 


FOCUS ENERGY 


SUPER FANG 


NM 

31 | WING ATTACK | - | WING ATTACK FY 
40 | AGILITY PY 4 | AGILITY 
49 | MIRROR MOVE | FY 54 | MIRROR MOVE | FY 


os Se oe 
e 4 


Pidgeotto Lv. 18 Pidgeot Lv. 36 Pidgey Pidgeotto Lv. 18 Pidgeot Lv. 36 Rattata Raticate Ly. 20 Rattata Raticate Ly. 20 


| NORMAL | NORMAL 


Aa ae NORMAL 
FLYING aS Za) Sy FLYING 


RED: 


Routes 3, 4, 9, 11, 16, 17, 18 Routes 17, 18, 23 ROUTES 4, @, 9, 11,23 Route 23, Cerulean Cave 


Routes 17, 18, 23 Not available in this version Not available in this version 


ROUTES. S$, 4, Oy 14, 16, 17, 18 


| GROWL . LEER | 
LEER POISON STING 
FURY ATTACK _ 
MIRROR MOVE : MIRROR MOVE | GLARE . . a GLARE 
DRILL PECK _| | DRILL PECK | SCREECH : SCREECH 
| AGILITY | : ACID 


Soin : fume Lv. #8 Bieantil reureiw Lv. 20 
POISON 


NORMAL i SARS SS NORMAL 
FLYING _ oe | TA NBSSS Ay FLYING 
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PIKACHU 


RED: 
Viridian Forest, Power Plant 


BLUE: 
Viridian Forest, Power Plant 


RED: 
Not available in this version 


RED: 
Cerulean Cave 


BLUE: 
Cerulean Cave, Power Plant 


RED: 
Not available in this version 


BLUE: BLUE: 


Route 23, Cerulean Cave 


[| unenst a 
[= [cro TM TOT = Rom CNM _ | =| SAND ATTACK | NM 


[| 9 | THUNDER WAVE | EL 
| 16 | QUICKATTACK | NM_| 
| 26 | swieT | CNM_| 


[| = | StASH CNM 
| 27 | POISONSTING | PN 
| 36 [swiet UNM 
| 47 | FURY SWIPES | (NM | 


| = | THUNDER WAVE | EL 
a ee aes 
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EVOLUTION 
Sandshrew Sandslash Lv, 22 


EVOLUTION 
Sandslash Ly, 22 


7 EVOLUTION 
Pikachu Raichu T STN 


Evo. Trion 
Raichu T STN 


Pikachu 
j =C«TYPE: | 
| ELECTRIC | SSS 
a 


Sandshrew 


NIDORINA O-—r- 


RED: 
Route 22, Safari Zone 


BLUE: 
Route 22, Safari Zone 


RED: 
Route 11, Safari Zone 


BLUE: 
Route 11, Safari Zone 


RED: 
Evolved from #030 


BLUE: 
Evolved from #30 


RED: 
Route 22, Safari Zone 


BLUE: 
Route 22, Safari Zone 


{- [crow NM Pum | Af = [racked eer NM 
| 8 | SCRATCH ——|NM_ SNM} [= [| TAILWHIP | NM [HORN ATTACK | NM 
| 14 | POISONSTING | PN PN | | 14 | PoisonstinG | PN POISON STING | PN 
| 36 | Furyswipes | NM _| a a es ae HORN DRILL | NM _ 
EVvoLuTion nee __Evoww rion : - _Evowwrion EvoLuTion 
Nidoran (f) Nidorina Lv. 16 Nidoqueen M STN Nidoran (f) Nidorina Lv. 16 Nidoqueen M STN | Nidoran (f) Nidorina Lv. 16 Nidoqueen M STN Nidoran (m) Nidorino Lv. 16 Nidoking M STN 
| || TYPE: TYPE: F 
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© NIDORINO 


= Safari Zone 


BLUE: 
Safari Zone 


RED: 
Not available in this version 


NIDOKING 


Evolve #033 


BLUE: 
Evolve #033 


| =| TACKLE 
} - | HORNATTACK | NM_| =| = | POISONSTING 
| =| POISON STING | PN 
| 23 | Focusenercy =| NM | [| 
| 32 [rurvarmack | NM ff] 
[ai | HORNDRIL =| NM | Cf | 
= KICK i or | a 
| a 
EVOLUTION EVOLUTION _, 
Nidoran (m) Nidorino Lv. 16 Nidoking M STN Nidoran (m) Nidorino Lv.16 Nidoking M STN 
ee = YPE: 7a TYPE: 
| POISON | 5 : POISON 
C—O GROUND 


NINETALES 


RED: 


a 


} 

|||] ERE ; 
uel} 

eat 

ii) 

Pine: 


Not available in this version 


CLEFAIRY 


RED: 


BLUE: 


} Mt. Moon, Cerulean Cave 


[=| oun 
[= [crow 
Pa [sins 
[ie pouslestap 
[48 [uicht screen | PY 
ee ae 


EVOLUTION - 
Clefable M STN 


Clefairy 


NORMAL 
seen 


Orr 


RED: 
Route 3 


fy BLUE: 
Routes 7, 8, Pokémon Mansion 


Suevet| ATTACK 


BLUE: 
Evolve from #037 


LEVEL | artack | type |S 


| - | EMBER i ae 

Q- [TAL WHIP | =| TAIL WHIP 
| = | QUICK ATTACK 
| at 
42 _| FIRE SPIN a 
ae ee eee 
a 

EVOLUTION EVOLUTION 

Ninetales F STN Vulpix Ninetales F STN 


BLUE: 
Route 3 


WP 
ee 
[39| oousleence 


EVOLUTION 


Mt. Moon, Cerulean Cave 


Sy eee 


-~g 
are 


Jigglypuff Wigglytuff M STN 


TYPE: 


CLEFABLE 


RED: 
Evolve from #035 


BLUE: 
Evolve from #035 


“SING 


rSING sd r — 
| = | DOUBLESLAP —|NM_| 


| =| MINIMIZE | NM_ 
| =| METRONOME | NM _| 
ae Ses 


EVOLUTION 
Clefairy Clefable M STN 


Cerulean Cave 


BLUE: 
Cerulean Cave 


| | 
Pf swe | 
= Poisaete Fw 
>= oerense curt [ww 


= pee 


EVOLUTION 
Wigglytuff M STN 


Jigglypuff 


RED: Mt. Moon, Rock Tunnel, 
Seafoam Island 


BLUE: Mt. Moon, Rock Tunnel, 
Seafoam Island 


\T 


GOLBAT 


Route 23, Seafoam Island 


Route 23, Seafoam Island 


ODDISH 


RED: Routes 
Be Oe Fa 12, 19, 14, BAe ZS 


Routes 12, 13, 14, 15 


DPITIC 
DLUE: 


Not available in this version 


- | ABSORB. S«WY:«CGS—*S 
| - [| POISONPOWDER _—si|-~PN Ci 
| - | STUNSPORE —s| ‘GS 


FE 


EVOLUTION 


Golbat Lv. 22 


RED: 
Evolve from #044 


ak 


- | STUNSPORE __—'|_-GS 
SLEEP POWDER 


EVOLUTION 


Gloom Ly, 21 Vileplume L STN 
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LEVEL 
32 


WING ATTACK 


49 


POISON 
FLYING 


RED: 
Mt. Moon, Safari Zone 


Mt. Moon, Safari Zone 


SCRATCH —~S=«YsSNM i 
20 | LEECH LIFE 


| 27 | SPORE GS 
134 | suasH | “(NM _| 


GROWTH 


Oddish —«<GloomLy. 21 Vileplume L STN 


PARASECT 


RED: Mt. Moon, 
Safari Zone, Cerulean Cave 


BLUE: Mt. Moon, 
Safari Zone, Cerulean Cave 


wack vee 


| = [SCRATCH 
39 


SLASH 


Parasect Lv. 24 


—__ > 


| - | SLEEPPOWDER | GS 
PAID TPN 


ACID 


CV OLITION 
EVOLUTION _, 


- eames ~~ 
Gloom Ly. 21 Vileplume L STN 


RED: Routes 
12, 13, 14, 15, Safari Zone 


BLUE: Routes 
12, 13, 14, 15, Safari Zone 


v 


PTACKLE | NM __ 
DISABLE | NM _ 


21 


,* | 
| = | 
| 24 | POISON POWDER 


0 


Parasect Lv. 24 
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43 


PSYCHIC 


EVOLUTION , 


Venonat Venomoth Ly. 31 


POISON | 


°F VENOMOTH 0%) XY buctrio =| \_ MEOWTH 


RED: 
Not available in this version 


RED: 
Diglett’s Cave 


BLUE: 


Safari Zone, Victory Road 


BLUE: 
Safari Zone, Victory Road 


Diglett’s Cave 


BLUE: 
Diglett’s Cave 


BLUE: 


L = = LEVEL | LEVEL | TYPE F 
| TACKLE | SNM _ [SCRATCH 
PDISABLE =| CNM a 

POISON POWDER pn | 6[ 9 [oGCCC™CECGS ST - CG CCC BITE 
[40 | EARTHQUAKE | GD | 4 47 | EARTHOUAKE —'| GD_| | 33 | FURYSWIPES | _NM_| 
PT T™—CC NC $s er Piste 
rT OUTti‘“‘(C;*™”™”:C*~rSCSCi‘idsCT 


EVOLUTION 
Persian Lv. 28 


EVOLUTION 
Dugtrio Ly, 26 


EVOLUTION 
Diglett Dugtrio Lv. 26 


EVOLUTION 
Venonat Venomoth Lv. 31 


TYPE: 
BUG 


| BUG 
POISON _| So... 


Diglett 


GROUND GROUND NORMAL 
i 7) aaa a 


p 


RED: 
Routes 5, 6, 7,8 


RED: 
Route 24, 25, Seafoam Island 


BLUE: 


Seafoam Island 


BLUE: 


| 1 Not available in this version 


BLUE: 


) BLUE: 


BS Gunlve tf Route 24, 25, Seafoam Island Seafoam Island Not available in this version 
Zam | - | SCRATC [NM | 
- 
EVOLUTION EVOLUTION EVOLUTION EVOLUTION 
Meowth Persian Lv. 28 Psyduck Golduck Lv. 33 Mankey Primeape Lv. 28 


Psyduck Golduck Lv. 33 


TYPE: 


PRIMEAPE 


RED: 
Evolve from #056 


Not available in this version 


LEVEL). ATTACK) AYRE 
| - | SCRATCH = |NM 
Tre —— Ta 
KARATE CHOP NM 
Crue atick a 


| - | FOCUS ENERGY | _NM_| 
| 37 | SEISMIC TOSS FT 


GROWLITHE 


RED: 
Pokémon Mansion 


Not available in this version 


AGILITY 


Mankey Primeape Lv. 28 


FIGHTING | 


RED: 
Fish at routes 9, 10 


Fish at routes 9, 10 
CARETAGIE: oc TYPE 


BUBBLE W 


: HYPNOSIS ET 
WATER GUN W 


BODY SLAM 
41 AMNESIA PY 
49 | HYDRO PUMP 


—EE 


— 


Poliwag Poliwhirl Ly. 25 Poliwrath W STN 


WATER 
oe 
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- 7 Af 
26 | DOUBLESLAP NM |g 
33 NM | 


50 FLAMETHROWER 
Growlithe —- F STN . 


RED: 
Evolve from #061 


Evolve from #061 


ATTACK ——s=d TYPE 


- | DOUBLESLAP NM 


BODY SLAM NM 
HYPNOSIS [py 
Sj 


19 WATER GUN 
i= 


Poliwag Poliwhirl Lv. 25 Poliwrath W STN 


NM 

. NM 
eee 
| + 
| —| 
Ld 


ARCANINE 


Evolve from #058 


Not available in this version 


‘ TAKE DOWN 


EVOLUTION. 


Growlithe Arcanine F STN 


RED: 
Routes 24, 25 


Routes 24, 25 


TELEPORT ? 


— 
— 


Abra Kadabra Lv. 16 Alakazam TRADE 


PSYCHIC 


a 
— 
P20 
ia 
—_ 


POLIWAG 


RED: Fish in Pallet Town, 
Viridian City, Vermillion City 
BLUE: Fish in Pallet Town, 
Viridian City, Vermillion City 


: ra 


45 | HYDRO PUMP 


EVOLUTION 


= = : = 4 ‘ a 
Poliwag Poliwhirl Ly. 25 Poliwrath W STN 


TYDE. 
IYPE: 


KADABRA 


RED: 
Cerulean Cave 


Cerulean Cave 


ATTAC 


~ | TELEPORT ; 
CONFUSION 
20 | DISABLE 


7 PSYBEAM 


2 | REFLECT 


38: | PSYCHIC 


-YOLUTIO 


Kadabra Lv. 16 Alakazam TRADE 


oF acanazan 2) wactop 2) wachoxe (2) wachane 


eA ee 


RED: 
Trade #064 


| BLUE: 


RED: 
Victory Road 


BLUE: 


RED: 
Victory Road 


BLUE: 
Victory Road 


RED: 
Trade #067 


BLUE: 
Trade #067 


wegen venom parte ee Tr Irae we pares TesTentcer amo wert sere ere! 
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Abeveb d= CARA 


Ls! : 
—- | = [bowKick FT 
p> [teeR TM | eR NM 
» | 36 | FOCUSENERGY | NM_| | 36 | FOCUSENERGY | NM _| 
SEISMIC TOSS 
i a a oe. a a ee 
a ee oe © ee eee 
EvouuTION EVOLUTION EVOLUTION EVOLUTION 
Kadabra Lv. 16 Alakazam TRADE Machop Machoke Ly. 28 Machamp TRADE Machop Machoke Ly. 28 Machamp TRADE Machop Machoke Ly. 28 Machamp TRADE 


FIGHTING | ee: 
ee < 


EEPINBELL Drm @ TENTACOOL 


RED: 
Not available in this version 


RED: 
Not available in this version 


RED: 
Not available in this version 


Routes 19, 20, 21 


BLUE: 
Routes 19, 20, 21 


BLUE: 
Routes 5, 12, 13, 14, 154 24, 25 


BLUE: 
Routes 12, 13, 14, 15 


BLUE: 
Evolve from #070 


LEVEL} = ATTACK Layee | Lever | = SarTaCk= —— oetype )\ Prevetd = SATA | rye 
P= | viNeWwHIP | GS | {= vinewHip, TS | VY; SueePPowpeR | GS 
| =| GROWTH cNM | [= [crow NM | YY - | wRaP NM _ 
[3 [wrap SdTCNM | od = [wrap | CNM_| | - | POISONPOWDER | PN 
15 | POISONPOWDER | PN Md pew | [fgets 8 | olson stING 
| 33 | RAZORLEAF | GS ai | =~ |[ | 
aM eS |e ee 
EvoLuTION : EvoLurioNn Le I EVOLUTION EVOLUTION 
Bellsprout Weepinbell Lv, 21 Victreebel L STN Bellsprout Weepinbell Lv. 21 Victreebel L STN Bellsprout Weepinbell Lv. 21 Victreebel L STN Tentacool Tentacruel Lv. 30 


H 
| 
‘ 
pees 
H 
j 


TYPE: TYPE: P 
GRASS GRASS | WATER | 
POISON POISON 


| POISON | 


ENTACRUEL 


RED: 
Evolve from #072 


| ACID 
SUPERSONIC 


i - | PN 
=| | NM _| 
| = | WRAP 
ee a a 
| - | WATERGUN |W 
—_ NM 
EC | Py | 
wT | 


CONSTRICT 
35 _| BARRIER 
43 | SCREECH 


50 | HYDRO PUMP 


EVOLUTION 


WT 
PY 
NM 
WT 


itp hii 
} 


i 
-——t 


Tentacool Tentacruel Lv. 30 


TYPE: 


Pokémon Mansion 


TAIL WHIP 
STOMP 
GROWL 


FI 
TAKE DOWN NM 
- AGILITY PY 


Rapidash Lv. 40 
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GEODUDE 


RED: Mt. Moon, Rock Tunnel, 
Victory Road 


BLUE: Mt. Moon, Rock Tunnel, 
Victory Road 


RED: 
Victory Road 


Victory Road 


DEFENSE CURL 
ROCK THROW 

| SELF DESTRUCT 

HARDEN 

EARTHQUAKE 

EXPLOSION 


ic 


Geodude Graveler Lv. 25 Golem TRADE . 


| ROCK _| 
GROUND 


RED: 
Evolve from #077 


Evolve from #077 


RK 
NM 


TACKLE NM 
NM 


DEFENSE CURL 


i Ff 
al 


e #075 


VEG Wee 
| - — | TACKLE 
DEFENSE CURL 


T ROCK THROW 


: SELF DESTRUCT 


43 | EXPLOSION 


Geodude Graveler Lv. 25 Golem TRADE 


ROCK 
GROUND 


RED: Fish at routes 9, 10, 
Safari Zone 


Fish at routes 9, 10, 
Safari Zone 


TAIL WHIP 


STOMP 
GROWL 


DISABLE 
HEAD BUTT 


GROWL 


FIRE SPIN 
TAKE DOWN 
AGILITY 


WATER GUN 
AMNESIA 
PSYCHIC 


Slowpoke Slowbro Lv. 37 


WATER 


ROCK THROW 
SELF DESTRUCT 


‘DI Te, 
| NM 
[NM | 
| RK 
| NM _| 
| 29 | HARDEN NM 
— 


29 
36 | EARTHQUAKE 
43 | EXPLOSION 


EVOLUTION 
eS i 


Geodude Graveler Lv. 25 Golem TRADE : 


TYDE. 
1YPE: 


GROUND 


RED: Fist at route 23, 
Seafoam Island 


BLUE: Fist at route 23, 
Seafoam Island 


| - | CONFUSION | PY 
=< 


DISABLE iM 


HEAD BUTT 


WITHDRAW. 


—— 


Slowpoke Slowbro Lv. 37 . 


i E. 
WATER 
PSYCHIC 


© MAGNEMITE MAGNETON 


RED: 
Trade for in Vermillion City 


BLUE: 
Trade for in Vermillion City 


P| RED: 
Power Plant, Cerulean Cave 


BLUE: 
Power Plant, Cerulean Cave 


RED: 
Power Plant, Cerulean Cave 


BLUE: 
Power Plant, Cerulean Cave 


RED: Routes 16, 17, 18, 
Safari Zone 


BLUE: Routes 16, 17, 18, 
Safari Zone 


juever | armack ve 
race | P= rece | 

Psonic oom [ww | [=| sanbcartack [ww] [20 | crow 

a FURY ATTACK | NW_| 

[5 runvariace | NW 

23 [sworps ance [ww | [36 [race 

40 [rRiarTack NW 

39 [stash NM 

_ 

2 ee es eee 


EVOLUTION 
Dodrio Lv. 31 


EVOLUTION 
Magneton Lv. 30 


EVouurTioNn 


Magnemite Magneton Lv. 30 Magnemite 


TYPE: 


NORMAL 
FLYING 


RED: 
Seafoam Island 


RED: 
Seafoam Island 


BLUE: 
Seafoam Island 


P= [ean eu | N 
30 [crow 


Pokémon Mansion 


BLUE: 
Pokémon Mansion 


Cerulean Cave 


BLUE: 
Cerulean Cave 


BLUE: 
Seafoam Island 


\ evel 


dl 


[56 | ICEBEAM | SIC ? 
as a ee 
ee ed ee 
2 ee 


EVOLUTION 
Grimer Muk Lv. 38 


EVOLUTION 
Seel Dewgong Lv. 34 


EvoLuTion 
Seel Dewgong Lv. 34 


EVoLuTion 
Dodrio Lv. 31 
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oe 


BE 
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iuieeesesie Retin 
iioaumasene ni 


(ey 


— 


seenein 
ih) 


RED: 
Pokémon Tower 


BLUE: 
Pokémon Tower 


RED: Pokémon Mansion, 
Cerulean Cave 


RED: Routes 19, 20, 21, 
Seafoam Island 


Evolve from #090 


BLUE: 
Evolve from #090 


BLUE: Pokémon Mansion, 
Cerulean Cave 


BLUE: Routes 19, 20, 21, 
Seafoam Island 


ii linranetieiee 
zen 


nities 
Rt 
iy 


LEVEL _ ATTACK 


| SUPERSONIC | NM 


ATTACK 


AURORA BEAM 
areata, 


-. EVOLUTION -s 


Shellder Cloyster W STN 


a) 


Hanae 
HH 


GS 


a 
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La 
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Helene a 
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MEIN Ee 


Oo 
Oo 


U1} | | PO 
m 
WwW }Po 
a Ge | Gao 
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ia EVOLUTION _, ose 


Gastly Haunter Lv, 25 Gengar TRADE 


EVOLUTION 
Grimer Muk Lv. 38 / 


TYPE: 
‘| POISO 


Hate fan, 
ATAU eet bas 
My Nie HEcts eae RATA UA ete 


He 
EAE 


aust, 
Baa 


Wie 
BENE iste 
svete 


Wiliinea 
Hs 
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Eneteehy “ 
ugha 


Reha 
BAe 
yi Nd aed 


DROWZEE 


an 
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Hi Natorzaraucle 
: Aen ae 
Ua arat 


Ha 


— RED: 
/ | Pokémon Tower Trade #093 Rock Tunnel, Victory Road 


BLUE: BLUE: 
Trade #093 Rock Tunnel, Victory Road 


Route 11 


BLUE: ei 
Route 11 


a 


|| BLUE: 
Pokémon Tower 


Pte 

ar CRA Ann 
eat AA) 
at 


ATTACK LEVEL ATTACK ATTACK 


LICK 
CONFUSE RAY 
NIGHT SHADE 
HYPNOSIS 


DREAM EATER 


TACKLE 
SCREECH 


| NM 
NM | 
|HEADBUTIT =| ‘NM _ 
| PN | 
_ 


LICK 
CONFUSE RAY 


NIGHT SHADE 
HYPNOSIS 
DREAM EATER 


fae 
He 


ROCK THROW 
RAGE 


SLAM 
HARDEN 


is 


presiate 
fgg 


POISON GAS 


PSYCHIC 
MEDITATE 


Be 
ate: 
Sean ae Ld 


. EVOLUTION 7 ; 


Drowzee Hypno Lv.26 
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EVOLUTION 


EVOLUTION ie Pcorccncaarcimnenenn 


a ~+ ——|—___—- > 
Gastly Haunter Lv. 25 Gengar TRADE 


\ EVOLUTION ; 


Haunter Lv. 25 Gengar TRADE 


TYPE: cached TYPE: 


i ai 
“—_ Fe § i) 
GHOST . 
Hi Sees 
POISON | | 
by e i Uae 
: : a 


a 
a6 


Sea ietbles BSS Teatiee 


a 
Haagen 

ERB RAST Ni Ry 

ie lesz aes ayniilisleletaat 

Hoy aeenoaees: iS a Sire etane me sHcter Ein inl at areas ae 

Bae Cilia ia 

tienes 

rarities a 

Petters fener . an as eat 


KINGLE 


RED: 
Power Plant 


BLUE: 
Power Plant 


RED: 
Cerulean Cave 


1 BLUE: 
Cerulean Cave 


RED: 
ROUTES A, WZ, 13; 47, 16, 24,25 


BLUE: 
Routes 4, 12, 13, 17, 18, 24y 25 


Route 23, Seafoam Island 


BLUE: 
Route 23, Seafoam Island 


LEVER fe ATK = evel | ATTACK | TYPE 

| - | POUND | - | TACKLE | CNM] 

| - [HYPNOSIS s|sOPY_ | - | SCREECH =| “NM 

| - | DISABLE |NM | 17 [ SONICBOOM ———s|_NM _| 

| - [CONFUSION =| PY | 22 | SELFDESTRUCT ——|_NM_| 

| - | HEAD BUTT NM 

| 33 | POISONGAS | PN W | 36 | switt  —s|SNM 

[49 | HARDEN | 43 | EXPLOSION || “NM_| 

re at a, 
eee a et a i re 


EVOLUTION 
Voltorb Electrode Lv. 30 


EVOLUTION 
Kingler Lv. 28 


EVOLUTION 
Kingler Lv. 28 


EVOLUTION 
Hypno Lv. 26 


TYPE: TYPE: : 
WATER WATER Sp ip ELECTRIC 
5 ee ee se: ed 


RED: 
Pokémon Tower 


BLUE: 
Pokémon Tower 


LEVEL | ATTACK 


RED: 
Evolve from #102 


BLUE: 
Evolve from #102 


RED: 
Power Plant, Cerulean Cave 


y BLUE: 
| Power Plant, Cerulean Cave 


Safari Zone 


BLUE: 
Safari Zone 


TACKLE 


P | 28 [stomp NM |] 25 | teeR TCM 


[46 [RAGE | CNM 
ae a ee ee 


EVOLUTION 
Marowak Lv.28 


EvoLuTion 
Exeggutor L STN 


EVOLUTION _, 
Exeggcute Exeggutor L STN 


EVOLUTION 
Voltorb Electrode Lv. 30 


TYPE: 
ELECTRIC 
ar 


Exeggcute 


| BONE CLUB 


EVOLUTION 
ae oe AS iL 
Cubon Marowak Ly. 28 


) TYPE 
[| acre 
P= swog 
=z 

rSMoKe ScREEN | 


32 
SMOKE SCREEN 


a 
ae 


fr i ‘i 
i 


POISON _ |= 
re | 


66 EGM Player’s Guid 


FOCUS ENERGY 
HI JUMP KICK 


EVOLUTION 


Hitmonlee 


FIGHTING 


eh | 
N 


M 


N 


oj |p 
© {01 |@ 


Uv 


Saffron City (choose it or #106) 


| =| COMETPUNCH | NM _| 
a a 
| 38 [ IcEPUNCH | 
| 48 | MEGAPUNCH | _-NM_| 


EN erecaeneel 
i hee 


EVOLUTION 


e— ~——--~~--| --— 


Hitmonchan 


TYPE: 


FIGHTING 


hs 


Safari Zone 


= RMACK 
30 
35 


55 __| TAKE DOWN 


EVOLUTION, 


Rhyhorn Rhydon Lv. 42 


SEehat 


LICKITUNG 


Trade for at house on route 18 


BLUE: 
Trade for at house on route 18 


oF voturion 


Lickitung 


NORMAL 


| 


Cerulean Cave 


BLUE: 
Cerulean Cave 


48 | HORNODRILL 
64 | TAKEDOWN | 


Evo.urion _, 
Rhydon Lv. 42 


CHANSEY 


] RED: 


RED: RED: Routes 19, 20, 21, 
7 Safari Zone, Cerylean City 


Route 21 Safari Zone Seafoam Island 


BLUE BLUE BLUE: Routes 19, 20, 21, 
Route 21 Safari Zone Seafoam Island 


‘level | ATTACK _ 


-__| BUBBLE 

BIND SMOKE SCREEN 
ABSORB LEER 

POISON POWDER TAIL WHIP | WATER GUN 
|_STUN SPORE MEGA PUNCH | AGILITY 

SLEEP POWDER LEER HYDRO PUMP 
SLAM DIZZY PUNCH 
GROWTH : 


SING 
GROWL 


744 | DEFENSE CURL NM 
=) 48 | LIGHT SCREEN PY 
m1 54 | DOUBLE EDGE NM 


CYOLUTION 


Chansey Kangaskhan Horsea Seadra Lv. 32 


"| NORMAL 


STARYU 


i RED: 
Route 23, Seafoam Island 


RED: 
Fish at route 23 


RED: Routes 4, 12, 13, 19, 20, 
Sy 22, 23, 2H, 25 


RED: Routes 19, 20, 21, 
Seafoam Island 


Pp rer 


1 BLUE: 
Route 23, Seafoam Island 


BLUE: Routes 4, 12, 13, 19, 20, 
Zip Dey 2 ay 24, 2S 


Routes 19, 20, 21, 


Fish at route 23 Seafoam Island 


—— =e 


| > | HORNATTACK 
=— 


37_| WATERFALL 
45 | HORN DRILL 
AGILITY 


ORN DRILL 
GILITY 


@ 


Horsea Goldeen Seaking Lv. 33 Goldeen Seaking Lv. 33 


TYDC. 
1YPE: 


STARMIE 


RED: 
Evolve from #120 


Evolve from #120 


LECTABUZZ 


RED: 
Power Plant 


Not available in this version 


LEVEL | 
| - | LEER 
THUNDERSHOCK 


NM 
L 


THUNDER PUNCH E 


EL 


——— 


Electabuzz 
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THUNDER | 


Trade for at route 2 


Trade for at route 2 


~ | CONFUSION P 
BARRIER p 


v 
Y 
M 
Y 


31__| DOUBLESLAP NM fies 


3 p 
| 
39 | MEDITATE | P 
it NM 


SUBSTITUTE 


bbe 


YCHIC 


MAGMAR 


RED: 
Not available in this version 


Pokémon Mansion 


LeveL| ATTACK: 


29 
| 35 | SWORDS DANCE | NM | 
1 2 


|_FIRE PUNCH 
SMOKE SCREEN 


99 | FLAMETHROWER 


SCYTHER 


Safari Zone 


Not available in this version 


FOCUS ENERGY 


4 


24 | DOUBLE TEAM | NM | 


2 SLASH 


3 
4 GILITY 


RED: 
Safari Zone 


Safari Zone 


Trade for at Cerulean City 


PILE. 
LUI 


Trade for at Cerulean City 


| 23 | DOUBLESLAP | NM_| 


ICE PUNCH 


39 


MEDITATE 


IC 


RED: 


BLIZZARD 


, EVOLUTION 
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, PSYCHIC 


Safari Zone 


moe pe 
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ri iii 
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Safari Zone 


~| TACKLE 


SLASH 


54 | SWORDS DANCE | 


Pinsir 


Ce 
HARDEN NM | 


2] 


STOMP 


28 
35 | eeR WM 
| 44 | RAGE 


TAKE DOWN 


Tauros 


TAIL WHIP 


| NM _| 
| NM _| 
_NM_| 


E VOLUTION 
Pierce aah uitiens dana ie Renee) 
| = — = 


MAGIKARP GYARADOS | LAPRAS 


: RED: Fish at routes 12, 13, 17, RED: RED: 
18, Fuchsia City Evolve from #129 Saffron City (Silph Co) Routes 13, 14, 15, 23 


BLUE: Fish at routes 12, 13, 17, BLUE BLUE: 
18, Fuchsia City Evolve from #129 4 Saffron City (Silph Co) 


Routes 13, 14, 15, 23 


Magikarp . Gyarados Lv. 20 


Fy ‘(OLUTION 
Gyarados Lv. 20 Lapras 


TYPE: ] 


“Vn 
YP 
oc Bue 


=| WATER WATER 
| _ FLYING 


FLAREON 


RED: RED: RED: 


RED: 
Celadon City Evolve from #133 Evolve from #133 


Evolve from #133 
BLUE: RISE. ee 


(Ji rSi ii 


pd | 
Fi 


Celadon City Evolve from #133 Evolve from #133 Evolve from #133 


fay 


; TACKLE TACKLE 
SAND ATTACK SAND ATTACK | SAND ATTACK 
QUICK ATTACK QUICK ATTACK ie eraea 
| TAIL WHIP | \@ {31 _~| WATER GUN | ) EMBER 
BITE 


NM TAIL WHIP 
TAKE DOWN | AE 


LEER 
FIRE SPIN 


FLAMETHROWER 


— 


RED: Celadon City (Exchange 
Corner) 


BLUE: Celadon City (Exchange 
Corner) 


WT 
[| WITHDRAW —S=«;s«ST_ 
[34 | HORNATTACK ___'|_NM_| 


SPIKE CANNON 
HYDRO PUMP 


ye 


“| NORMAL 
; 


RED: 
Cinnabar Island (Pokémon lab) 


Td 


BLUE: 7 


a Bad Sine 


Evolve from #140 Cinnabar Island (Pokémon lab) 


ATTACK 


WING ATTACK 
AGILITY 


BITE NM 
TAKE DOWN NM 


HYPER BEAM NM 


Kabuto 
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} 39 | LEER = sCWNM sO 
46 | NM | 


|= | WITHDRAW ——~=«d;s«CWT_ 
|= [HORN ATTACK | _NW_| 


EVOLUTION 


Omastar Lv. 40 


Routes 12, 16 


EVEL fT ? | TYE 


pei 


P= [Heapeurr | NM 


j | AMNESIA PY 


| 35 | BODYSLAM | NM_| 
NM | 


48 | DOUBLE EDGE 


—- 

| = | HARDEN | UNM 
| 39 | SLASH CNM _ 
| 44 | LEER UNM 


LUTION 


Kabutops Lv. 40 


Ld ad 


Seafoam Island 


Snorlax 


TYPE: 


56 | HYPER BEAM 


Articuno 


FLYING 


ei 
Ha Ei 
ania 


© ZAPDOS 


[TECHNICALLY 
| SPEAKING 


Last but not least, we have 


Z 4 RED: 
|_| Power Plant 
/ | BLUE: 
7 Power Plant 


THUNDERSHOCK 
| DRILLPECK 


DRILL PECK 


| THUNDER 


EVOLUTION 
Zapdos 


| ELECTRIC ae 
| FLYING fe 


DRAGONAIR 


) RED: 
7 Evolve from #147 


|| BLUE: 
|| Evolve from #147 


| - | LEER 


© | -__| THUNDER WAVE 
-| -__| AGILITY PY if 


RED: 
Victory Road 


BLUE: 
Victory Road 


| PECKS~”~*~*~*~rtC* ai C=C 
VFIRESPIN, | FL 


FIRE SPIN 


DRAGONITE 


RED: 
Evolve from #148 


BLUE: 
Evolve from #148 


SNM 
j - | acuity 
SLAM NM 


| 45 | DRAGON RAGE DR 
HYPER BEAM NM 


EVOLUTION 


Dratini Dragonair Lv. 30 Dragonite Lv. 55 


HYPER BEAM 


HYPERBEAM | NM 


EVOLUTION 
Dratini Dragonair Lv. 30 


TYPE: 


DRAGON 
FLYING 


Dragonite Lv. 55 


: CONFUSION | 


RED: 
Safari Zone 


BLUE: 
Safari Zone 


EVOLUTION 


Dratini Dragonair Lv. 30 Dragonite Lv. 55 


© MEWTWO 


Cerulean Cave 
BLUE: 


Cerulean Cave 


EVOLUTION 


PY 
a! 
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PY 
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a list of all 50 Technical 

Machines (or TMs) in the 
game and the abilities they 
can give your Pokémon. 
Remember you can only use 
them once, so match your 


= 

02. —_ Razor Wind 
03 ~~ ~Swords Dance 
04 Whirlwind 
05 ~~ —~Mega Kick 
C06 ‘Toxic 

oF  - Hom Drill 
08 —_ Body Slam | 
09 ~—« Take Down — 
10  _ Double-edge 
11  Bubblebeam 


_ Water Gun | 
ice Beam 
Blizzard 
Hyper Beam 
Pay Day 
Submission 
Counter 
Seismic Toss 
Rage 
Mega Drain 
Solar Beam 
Dragon Rage 
Thunderbolt 
Thunder 
Earthquake 
Fissure 
Dig 
Psychic — 
Teleport 
Mimic 
Double Team 
Reflect 
Bide 
Metronome 
Self Destruct 
Egg Bomb 
Fire Blast 
Swift 
Skull Bash 
Softboiled 
Dream Eater 
Sky Attack 
Rest 


Thunder Wave. 


Psywave 
Explosion 
Rock Slide 
Tri Attack 
Substitute 


1080° Snowboarding 

Ride A Penguin Board 
To ride on a penguin instead of 
a snowboard, you must execute 
and land all of the moves on 
the Training Mode’s trick list. 
Once you’ve done that, hold 
Bottom-C and press A when 
you choose any character’s 
default snowboard. 

If you’re having trouble com- 
pleting all the tricks, try out 
this cheat. Go into the Training 
Mode, do the first trick on the 
list, and then access the trick 
list before you land. Scroll 
down the list, highlight a 
trick you haven’t performed 
yet, and press the A but- 
ton. When you land cor- 
rectly, the computer 
will give you credit 
for the trick you 
selected! 
Secret 
Characters: 

Panda Man 

First, you 
must com- 


ah 


5 


Soak Vy 
@ ko. 


a 


“ok apelin 
— 
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plete Match Race on Expert. 
Next, beat all of the EAD scores 
in Time Attack, Trick Attack and 
Contest. After meeting those 
requirements, go to the select 
Rider Screen, highlight Rob 
Haywood, and hold Right-C 
and press A. 

Ice Man 
First, you must complete Match 
Race on Expert. Then you must 
top all the EAD scores in Trick 
Attack and Time Attack. After 
accomplishing that, go to the 
Select Rider Screen, highlight 
Akari Hayami, and hold Left-C 
and press A. 

Gold Ice Man 
You must complete Match Race 
on Expert using Ice Man to earn 
a gold version of him. After 
that, go to the Select Rider 
Screen, highlight Kensuke 
Kimachi, and hold Top-C and 
press A. 

Control the Opening Camera 
When the music starts and 
the demo of the guy going 
down the mountain appears, 
press the Top-C button to take 
control of the camera. You can 
use the Control Stick to rotate 
the view any direction and you 
can use the Control Pad to 
zoom in and out. Press Top-C 
again to go back to the Default 
Camera Mode. 

Fast Start 
To get a helpful boost at the 
Start of a race, press Up on the 
Control Stick after the number 
one disappears during the 
countdown. This technique also 
works after falling down on 


% 


i, the ground. 


Secret Tracks 

. To open up the Dragon 

’ Cave level, you must 

: complete Match Race 

on Hard. To open 

up the Deadly 

Fall level, you 
must beat Match 
Race on Expert. 


LET THE ABDUCTIONS: BEGIN 


AeroFighters Assault 
Stage Select 

During the game’s opening 
cinema scene, but before the 
Title Screen comes up, press 
the following sequence, using 
the Control Pad for directional 
commands: Up, Bottom-C, Left, 
Right-C, Down, Top-C, Right, 
Left-C, L, R, Z. If it was entered 
correctly, you’ll hear a chime. 


AR IY 


STAGE SELECT 


‘ees... mam Re 
Sous tk, 
— : 2 “ 


All-Star Baseball ’99 

Cheat Codes 
The following codes are 
entered at the “Enter Cheats” 
Menu. If the code is entered 
correctly, it will give you a 
description of it. You can 
disable the code by either 
pressing Start immediately 
or by re-entering the code. 
ABBTNCSTLO Fat-Skinny Mode 
BBNSTRDS Big Ball Mode 
GRTBLSFDST Ball Trail Mode 
GOTHELIUM Big Head Mode 
PRPPAPLYR Paperman 

Team of Aliens 

First, you must enter this code: 
ATEMYBUIK. This activates the 
Alien Abduction Mode. Now 
you must go to the Stadium 
Select option and find and 
choose Alienopolis Park. When 
the game starts, you should 

b now notice that the second 

™ team has been replaced 


by aliens! 
Team of Lizards 
Maybe you have noticed that 
there are two signs In the 
stands of Kauffman Stadium 
(home of the Kansas City 
Royals) that say “Win a 
Lizard?” Well, if you hit one of 
those signs with a ball, your 
team will turn into lizards. 


Banjo-Kazooie 
Bottles’ Puzzle Games 
After solving the under- 
water castle puzzle in 
Treasure Trove Cove, go 
back to Banjo’s house at 
Spiral Mountain. Once 
inside, go toward the 
fireplace and stand on 
the green rug. Now press 
Top-C to go into the < 
first-person viewpoint to 
look at Bottles’ hanging 
picture. If this is done 
correctly, Bottles will talk to 
you and take you to a puzzle 
game. After each puzzle is com- 
pleted, Bottles will give you a 
code that is entered by using 
the “Beak Buster” on the tiles 
of the underwater castle in 
Treasure Trove Cove. 
Unfortunately, you must 
earn these codes by completing 
the puzzles before you can 
use them. 
BOTTLESBONUSONE - Big 
head Banjo 
BOTTLESBONUSTWO - Big 
hands Banjo 
BOTTLESBONUSTHREE - Big 
head Kazooie 
BOTTLESBONUSFOUR - 
Stretched body Banjo 
BOTTLESBONUSFIVE - Giant 
Banjo with small head 
BIGBOTTLESBONUS - Giant 
Banjo with big head 
WISHYWASHYBAN)JO - Turns 
Banjo into a washing machin~ 
NOTE: To cancel these cc 
enter the code NOBONUS. 
Cheat Codes 


Again, to enter these cheat bottom-right corner of the Chopper Attack Power Level 4 (max speed 189) 


codes, you must have first com- screen. Now go into the Puzzle . Extra Choppers 1500 points = 
pleted the underwater castle Mode and you should see the © If you finish Mission 7 on the Power Level 5 (max speed 208) 
puzzle in Treasure Trove Cove. “Another World” option below Normal level of difficulty, you’ll 9999 points = 
Then all code entries, which are it. This option gives you many F get access to the King IO chop- Speed Demon (max speed 230) 


performed by doing the “Beak more puzzles to complete. _ oper. And if you finish Mission 8 Now here are the tricks you'll 


Buster” attack on each letter, Bonus Characters - onthe Expert level, you'll gain need to pull off jumps in order 
must be prefaced by entering for Vs. Mode _ access to the Stingray chopper. to get the desired number of 
CHEAT before starting the code At the Title Screen, pressL,Up © points (more tricks worth more 
phrase. You'll hear a “moo” on the D-pad, R, then Down on Cruis’n World points may exist, too; try differ- 
sound after each letter of the D-pad. If done correctly, a 3 Bonus Mode ent combinations): 

“CHEAT” is entered. Once green thing will appear in the To get the bonus Championship Turbo = Double Tap A Button 
that’s entered, you will not bottom-right corner of the Mode, beat all Championship (o points) 

hear a sound until after you’ve screen. Now go into the (Player courses on the Beginner and Two Wheels = Double Tap A 


completely entered the phrase vs. Player) Vs. Mode, and Pro difficulty levels. Button While Turning (o 


(ignore the spaces in between depending on how far you have Hidden Cars points) 

words). Please note that gotten in Player vs. Computer, To get the hidden cars, you Braking Drift = PressA&B 
you must exit the castle more characters will be avail- must beat the target times While Turning (o points) 
and re-enter if you make a able. If you beat the whole in Practice Mode on the Jump Flip = Turbo Over Ramp 
mistake. game, then you can choose Championship courses. or Opponent (1 point) 
NOW YOU CAN FLY HIGH IN everyone. Super Heli = Do a Braking Drift 
THE SKY - Infinite Red Feathers Character Select Practice Power Target Vehicle OverRamp —_ (1 point) 

DONT BE A DUMBO GO SEE for Puzzle Mode a ee Mega Flip = Go Over Ramp on 
MUMBO - 99 Mumbo Tokens At the Puzzle Mode Screen Hawaii she Two Wheels (2 points) 
BANJO BEGS FOR PLENTY OF (where you select A or B), England 1.46:00 Bulldog 


EGGS - Infinite Eggs on the Control Pad, press China 1.14:00 Enforcer Deadly Arts 

AN ENERGY BAR TO GET YOU Left, Left, Up, Down, and then Japan 2.48:00 Rocket Play as Gouriki 

FAR - Max Life Bar (8) hold the L and R buttons at Australia 1.49:00 Surgeon To play as the sub-Boss 

GIVE THE BEAR LOTS OF AIR - the same time. This will bring Kenya 2.06:00 Conductor Gouriki, enter this classic 

Infinite Air (for swimming) up a character Select Screen, ee 1.46:00 Howler Konami code at the Title 

LOTS OF GOES WITH MANY where you can select from N Screen, using the Control Pad 

1. 1h ; ew York 2.11:00 Grass Hopper Sale 

BANJOS - Infinite Lives any of the game’s characters. 6 ——— for directions: Up, Up, Down, 

" “ALDEN GLOW TO PROTECT | emmahy ae 227cn a ee Down, Left, Right, Left, Right, B, 
,O - Infinite Gold Feathers ss SSSI Egypt 1.07:00 Skool Bus A. You’ll hear a Japanese voice 


France 2.15:00 Tommy if the code is entered correctly. 
Russia 1.58:00 Exec Please note— Deadly Arts sucks 


JS ). 
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nberman Hero 
dden Planet 
iu .ccess Gossick, the hidden 
sixth planet, you must find all 
the Other-Dimension Bombs 


2) 


ay 


Race on the Moon 
If you complete the “Cruise the 
World” Mode on any difficulty 


eve RD. barns eB WP hres te WD 


and earn five Gold Medals. |S level, you’ll see an ending that 
Gold Bomber D alludes you’re going to the 
To get the Gold Bomber option, EANOTHERSH| ; Moon. Well, if you wait for the 
| you must complete the three apes ca >= credits to finish, you do get 
bonus stages on the hidden to race on the Moon! 
planet Gossick. # ® Style Points 
Slider Race . Ned | If you place in the top three 
To gain the Slider Race 3 ga. j in Championship Mode races 
option, you must get three : ope or if you pull off some 
Gold Medals. i cool stunts while jumping, Deadly Arts sucks, but at least 
Millian’s Treasure Hunt you'll earn points to upgrade you can do the old Konami 
To open up the Millian’s » your vehicle. code to play as Gouriki. 
Treasure Hunt option, you Here are the upgrades you 
must acquire six Gold | can get: horribly. We only added this 
Medals. aig 8 points = code out of nostalgia for the 
‘~. ' @ | Power Level 2 (max speed 160) good old NES days. (Weep.) 
Bust-A-Move 2: . « ; 20 points = Play as Reiji 
Arcade Edition ’ Customize Paint Job To play as the final Boss Reiji, 
Another World 100 points = enter the following code at the 
At the Title Screen, press L, Up Power Level 3 (max speed 178) title screen, using the Control 
on the D-pad, R, then Down on 150 points = Pad for directions: A, B, Right, 
the D-pad. If done correctly, a - Two-Tone Paint Left, Right, Left, Down, Down, 
green thing will appear in the 500 points = Up, Up. You’ll hear a Japanese 


EGM Player’s Guide 73 


voice if the code is entered 
correctly. OK, so it’s the ol’ 
code backward. Only reason 
it’s in here! 


F-1 World Grand Prix 

Bonus Track and Drivers 
The following codes are 
entered by going to the 
Exhibition Mode and selecting 
“Driver Williams” as your 
driver. Then you must edit his 
last name to one of the names 
below. After that, you must 
back up all the way to the Start 
Screen. The cheat entered will 
then be available in the 
Exhibition, Time Trial and 
Two-player Modes. 

Hawaiian Track 
To open up the bonus Hawaiian 
track, enter Vacation as the last 
name. This track can also be 


wy DRIVER fy 
WALLIAMS VACATION fy 
| Roce renMO = 


SELECT 
wo DRIVER OPTIONS 


" RAWTMISSION 


‘er Ba Xa 


foi WA me 


opened up by getting first place 
overall in the Grand Prix Mode 
on the Professional or 
Champion difficulty level. 

Gold Driver 
To use the secret Gold Driver, 
enter Pyrite as the last name. 
This driver can also be revealed 
by earning 100 points in the 
Challenge Mode. 

Silver Driver 
To use the secret Silver Driver, 
enter Chrome as the last name. 
This driver can also be revealed 
by earning 80 points in the 
Challenge Mode. 

Extra Challenges 
You can open up more chal- 
lenges for the Challenge Mode 
if you complete three different 
kinds of challenges and earn a 
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minimum of 60 points. Then 
the secret challenge “Ultimate 
E” will open up. 

Two More Options 
If you beat every level in the 
Grand Prix or Challenge Modes, 
a Credits option will appear 
at the Main Menu. Likewise, 
if you get first place overall in 
the Grand Prix Mode on any 
level of difficulty, the Gallery 
option will appear at the 
Main Menu. 


F-Zero X 

Smaller Machines 
At the Machine Select Screen, 
press all four of these buttons 
at the same time: L, R, Left-C, 
and Bottom-C. The machines 
animate and shrink to about 
half their original size. 

The Ultimate Code 
To open up all machines, tracks 
and difficulty levels, enter the 
following code at the Mode 
Select Screen: L, Z, R, Top-C, 


SELECT MODE 
rine} ee 


NOUICE. 


Bottom-C, Left-C, Right-C, Start. 


You should hear a chime if you 
entered it correctly. (Note: This 
trick is only for wimps who 
can’t open everything up on 
their own.) :) 


Forsaken 64 
Invulnerability 

In order to make yourself invin- 

cible, enter this code at the 

“Press Start” Screen: A, Z, Z, 

Up on the D-pad, Left on the D- 

pad, Left-C, Left-C, Bottom-C. 


You’ll get visual and aural con- 
firmation if it worked. 
Missions Open 
This code opens up all levels in 
the game, including the one- 
player Battle Mode. Access this 
by entering the following code 
at the “Press Start” Screen: A, 
R, Z, Up on the D-pad, Up on 


hte | 


mis PEN 


j 
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the D-pad, Top-C, Bottom-C, 
Bottom-C. You'll get visual and 
aural confirmation if it worked. 
Turbo Crazy 
Fancy having unlimited nitros? 
You can have that by entering 
this code at the “Press Start” 
Screen: B, B, R, Up on the D- 
pad, Left on the D-pad, Down 
on the D-pad, Top-C, Left-C. 
You'll get visual and aural con- 
firmation if it worked. 
Gore Mode 
Increase the amount of blood 
splattered when killing things 
by entering this code at the 
“Press Start” Screen: Z, Down 


on the D-pad, Top-C, Left-C, 
Left-C, Left-C, Left-C, Bottom-C. 
You'll get visual and aural con- 
firmation if it worked. 
Psychedelic 
To have a slow color-shifting 
background, enter the follow- 
ing code at the “Press Start” 
Screen: A, R, Left on the D-pad, 
Right on the D-pad, 
Down on the D-pad, Top- 
C, Left-C, Bottom-C. You'll 
get visual and aural con- 
firmation if it worked. 
Wire Frame 
Like the infamous cheat 
in Turok, this strips the 
graphics to their most 
basic form: wireframe 
polygons. You can enter 
this code at the “Press 
siait Screen: LL, Red, 
Left on the D-pad, Right 
on the D-pad, Top-C, 
Right-C. You’ll get visual and 
aural confirmation if it worked. 


GEX 64: Enter the Gecko 
Ultimate Password 
The following password, which 
is entered by picking “Load 
Game,” then “Password,” 
will give you 99 lives and 
all remotes: 
M758FQRW3)58FQRW4,! 
Be sure to include the 
exclamation point. 
Hidden Level 
You can immediately access the 
N64-exclusive “Gecques 
Cousteau” (Titanic) level with- 
out having any remotes. When 
you first start the game, go 
Straight ahead to the arch that 


land if you let off the controls 
for a second. 

Blow-up the Batter 
When you're batting, press (on 
the Control Pad) Right, Left, 
Down, Right, Left, Up, Right, 
Left, Down to make your batter 
literally blow up. Don’t worry, 
though, because he’ll reappear 
for the next pitch. 

Call A Home Run 
When Ken Griffey, Jr. comes up 
to bat (except in the Home Run 
Derby), quickly press (on the 
Control Pad) Left, Left, Right, 
Right, Right, Left, Left. If the 
code is entered correctly, 
Griffey will point his bat toward 
the fence. If you hit the 
very next pitch, it will be 
a home run. 

Dancing Machine 
When you're batting or pitch- 
ing, press (on the Control Pad) 
Up, Up, Down, Left, Left, Right, 
Right, Left, Left, Down, Up, Up 
before a pitch is thrown. If 
done correctly, he should start 
dancing. 

See the Ending 
To see the World Series victory 
celebration and the game’s 
credits, go to the Stadium 
Select Screen. At that screen, 
press Left-C, Right-C, Left-C, 
Left-C, Right-C, Bottom-C, 
Top-C, Z. 

Special Teams 
At the Main Menu, highlight 
Exhibition and repeatedly press 
all four C buttons as fast as you 
can until you hear a beep. Now 
in the Exhibition and World 
Series Modes, the special 
“Nintendo” and “Angel 
Studios” teams can be selected 
from the same screen as the 
All-Star teams. 


Mortal Kombat 4 

Cheat Menu 
To open up a menu with special 
cheats, you must first go into 
the Options Screen. Now high- 
light the “Continues” Option 
and hold Run and Block for 10 
seconds (you’ll hear a sound 
after five seconds). If done 
correctly, a special menu with 
the following choices will 
appear: 


Endings: 
See a character’s ending after 
defeating the first challenger in 
the Arcade Mode. 

Fatalities 1: 
An uppercut performs charac- 
ter’s primary fatality 
Fatalities 2: 
An uppercut performs charac- 
ter’s secondary fatality 
Level Fatalities: If applicable, 
uppercut attack does stage 
fatality 

Hidden Kombatants 
NOTE: You must enable the 
Cheat Menu option before 
you're able to enter the codes 
for Goro and Noob Saibot. Also, 
characters will not save to the 
Controller Pak; you have to re- 
enter the codes each time. 


Go to Options, Continues, and 
hold down Run and Block for 10 


seconas to access this menu. 


Goro: To play as Goro, you 
must first select the “Hidden” 
button at the bottom of the 
Character Select Screen. Then 
press Up, Up, Up, Left on the D- 
pad. (The cursor will now be on 
Shinnok.) Now press Run and 
Block together. If you did it cor- 
rectly, Goro should appear on 
the next screen before the fight. 

Noob Saibot: To play as 
Noob Saibot, you must first 
select the "Hidden" button at 
the bottom of the character 
select screen. Then press Up, 
Up, Left on the D-pad. (The cur- 
sor will now be on Reiko.) Now 
press Run and block together. If 
you did it correctly, you’ll be 
fighting as Noob Saibot. 

Meat: To play as Meat, go to 
the Character Select Screen 
and select the “Group” button 
at the bottom. Now you have to 
defeat all the opponents. After 
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NFL Blitz 
Secret Codes 
For the codes listed below, the 
_. first number is changed with Z, 
defeating the final character, _ the second number is changed 
you can select anyone you _ with B, and the third number is 


want. You have the same ___ changed with A. Press each a b , : 

moves as the character you ___ button the number of times list- © , / | NHL99 

pick, but his/her look will _ ed, then press the direction > Ay | Cheat Codes 
change to that of Meat’s! ___ shown on either the Control 2 & _. 10 enter the following 


Kombat Kodes __ Pad or the Control Stick. = . , codes, go to the Options 
You must enter Kombat Kodes | = CODE DESCRIPTION hen tad ag Screen and pick the Password 
very quickly at the two-player _ 0-0-1, Down many of today’s sports games. Option. Note that you will only 
VS screen. Player one controls | Show Field Goal Percentage _ ; hear a sound if you enter the 
the three leftward boxes and _ 0-1-2, Down code incorrectly. 

player two controls the three __ NoCPU Assistance __- 2-0-3, Right - Team Big Head BIGBIG - 

rightward boxes. Boxes1and4 | (both must enter code) __ 2-1-0, Up - No First Downs Huge player bodies and heads 
are toggled with Low Punch, _ ‘0-2-1, Right - Show More Field 2-1-1, Left - Allow Stepping QB BRAINY - Big heads only 


Boxes 2 and 5 are toggled with | (both must enter code) _ 2-3-3, Up - Power-up Teammates FAST - Much faster gameplay 
Block, and Boxes 3 and 6 are _ 0-3-0, Down - Fog On | 2-5-0, Left - Fast Passing 

toggled with Low Kick. | 0-3-2, Left _ 3-1-0, Right - Team Tiny Players Off Road Challenge 

Level Select Codes __ Fast Turbo Running _ 3-1-2, Left - Power-up Blockers Bonus Trucks 

011-011 Goro’s Lair _ 0-4-0, Up - Huge Head _ ‘3-1-2, Up - Power-up Offense There are four additional trucks 
022-022 The Well — 0-4-1, Down - Thick Fog On _ 3-1-4, Down - at your disposal in Off Road 


033-033 "0-4-5, Up - Super Blitzing _ Smart CPU Opponent (one- Challenge. Simply press one of 
Elder God’s Sanctuary _ 0-5-0, Right - Big Football player mode only) the C buttons at the Vehicle 

044-044 The Tomb 1-0-2, Right ' 3-4-4, Up - No Interceptions Select Screen to show a hidden 
055-055 Wind World - Hide Receiver Name _ 4-0-4, Left - Power-up Speed one. You can revert back to the 


066-066 Reptile’s Lair _ 1-1-1, Down - Tournament Mode (both must enter code) original by pressing the same 
101-101 The Shaolin Temple _ (two-player mode only) "4-2-1, Up - Power-up Defense button again. 
202-202 The Living Forest | 1-1-5, Left- No Play Selection ' 4-2-3, Down - Secret Tracks 


303-303 The Prison _ (both must enter code) No Random Fumbles El Cajon - At the Track Select 
Gameplay Codes _ 1-2-3, Left- Super Field Goals | 5-0-0, Left - Turn Off Stadium Screen, hold Up on the D-pad 

001-001 Unlimited Run _ 1-4-1, Right - Team Big Players | 5-1-4, Up - Infinite Turbo and press L and R at the same 

002-002 Weapon Kombat _ 1-5-1, Up - No Punting 5-5-5, Right — Rainy Weather time. You should hear a sound 


(can't drop weapon) 2-0-0, Right - Big Head if it worked. Now highlight El 
010-010 Paso, hold Z, and press the gas 


Maximum Damage Disabled Oe — = — button. 

012-012 Noob Saibot Mode st ie al te 8) os Flagstaff - At the Track Select 
(effect unknown) ee es ei ‘i See «Screen, hold Left on the D-pad 
020-020 Red Rain Mode (rain a (ee oY Sti SH.) Et and press the L button. You 
falls in Wind World) ce — «& | : ONS a should hear a sound if it 
050-050 Explosive Kombat A. he: Shc cost "aga array Oxy ies vopnnacone worked. Now highlight Mojave, 
(foes explode when defeated) : S 7 ae a i ee hold Z, and press the gas but- 
100-100 Throws Disabled ; FSH - i ton. 


110-110 Maximum Damage _ : ; Guadalupe - At the Track 

and Throws Disabled - : Select Screen, hold Down on the 
111-111 Free Weapon (one ee he UHL D-pad and press the R button. 
weapon on ground) ee on re, ; | — “ You should hear a sound if it 
123-123 Oa t E -Ae-4B/RUr 0)" 5 “_ worked. Now highlight Vegas, 
No Power (first hit wins match) Aist an §) ‘qf oa i, ~ hold Z, and press the gas button. 
222-222 Random Weapons i ae : ne i a ie Goal Celebration Sounds 
321-321 Big Heads 2 Vv Ste zt eat = " After you score a goal, wait 
444-444 Armed and SC aon ay" : = until the Auto Replay starts and 
Dangerous ag Ni, a bee hit the Z button to hear various 
(weapons drawn at start) , ems §sounds. Keep hitting it until 
555-555 Many Weapons (mul- | 5 | oN you hear the sound you like 
tiple weapons lying on ground) rete earns ermine il y and hold the button. This 
666-666 Silent Kombat (no | 2 Li, MAR makes the sound loop over 
music) and over and causes your 


Just like the arcade game, t! the N , dersion of NFL Blitz contains loads sepancnitaRumble Pak te 


sistance, sa course! shake continuously until the 
celebration is over. 
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Options, and voila— Debug! 


Quake 

Debug Mode 
Enter QQQQQQQQQQQQQQAA 
at the Password Screen, even 
though it will say its incorrect. 
Press B to go back one screen, 
then enter the Options menu 
and you should see “Debug” at 
the top. Inside it you'll find level 
warps, God Mode and more. 


Rampage: World Tour 
Level Select 
At the character select screen, 
hold L and all four C buttons 
until you hear a noise. Now 
press Start. When the screen 
that shows the level you're 
about to play appears, press 
Left and Right to change the 
city or press Up and Down to 
change the country. 


San Francisco Rush 

Alcatraz Track 
Remove the Controller Pak 
before entering this code and 
use the D-pad when entering 
directions. 

At the Main Menu, select 
Circuit, and at the following 
menu, choose Just Play. In the 
Circuit Menu, select the Enter 
Code Option and input the fol- 
lowing password: 

8DP5KG5L4G59P 

G92WVCQYODRDQ 
After you enter the password, 
select Continue Circuit and start 
a race. When the race starts, let 
the time run out. After the race 
go to the Select Car Screen, 
press and hold Left-C, press Z, 
release both buttons, and press 
Left. Go to the Setup Menu, 
press and hold Top-C, press Z, 


Enter QQQQQQQQQQQQQQ0Q 


as your password, go back into 


release both buttons, and press 
Up. Go to the Track Select 
Screen, press and hold Right-C, 
press Z, release both buttons, 
and press Right. 

Now go to the Select Car 
Screen, press and hold Bottom- 
C, press Z, release both but- 
tons, and press Down, L, R. If 
you entered the code correctly, 
a trumpet will sound. When you 
enter the Select Track Menu, 


if you input this ridiculous code 
properly, Track 7 (Alcatraz) will 
be open under Select Track. 


you should see Track 7. Note 
that this is actually a slightly 
different version than what’s in 
the arcade. An arcade-perfect 
version of the track will appear 
in Rush 2. 


Tetrisphere 
Vortex Code 
This code will give you access 
to a hidden animation sequence | 
normally not found in the game. | 
From the game’s Main Menu, 
access the “New Name” option. 
Now enter the word, VORTEX. 
You will hear a sound to confirm 7 
the code entry. Once this is 
done, press and hold the Reset 
button on the machine. Your 
will see a movie of the robots 
getting sucked into a vortex. 
Keep holding the Reset button 
and the animation will keep 
looping until you let go of it. 


Wayne Gretzky ’98 
Change The 
Look Of Your Players 
For any of these codes to work 


you must first go into the 
Debug Mode. To do that go to 
the Options Screen and hit 
Down-C button+R button, Left-C 
button+R button. A window will 
pop up that will allow you to 
change the appearance of your 
players. Press Down-C button+R 
button to change the head size. 
Left-C button+R button to 
change the body size. Up-C but- 
ton+R button to change the 
height. 


Wetrix 

Change Floor Sets 
If you complete all 16 practice 
rounds, the background color of 
the Main Screen will change to 
red. Now go to the Options 
Screen and you'll see a new 
option called “Floor.” This will 
let you choose from many dif- 
ferent floor sets such as the 
Mona Lisa and the American 
Flag. 

New Set of Pieces 
To change Wetrix’s T- and L- 
Shaped pieces to triangles, 
Short bars and large squares, 
first complete all 16 practice 
rounds. Then get an “OK” rating 
in all modes except Practice and 
Multiplay. If done correctly, the 
game icons will flash green. 
Now you can choose between a 
default set (blue guy icon) and 
an alternate set (rubber duckie 
icon) of game pieces. 


WWF: War Zone 
Alternate Outfits 
You can change to a wrestler's 
alternate outfit by holding all 
four C buttons and pressing A 
at the character select screen. 
Cheats to Earn 
The only way to access WWF: 
War Zone’s hidden wrestlers, 
extra features, and special 
codes is by earning them. You 
must complete the Challenge 
Mode on the medium level of 
difficulty with a variety of 
wrestlers (See below). 
Fortunately, the cheats are 
saved to the Controller Pak. You 


can access the cheats you’ve 
earned by pressing L, then R, at 
the Main Menu. Just as a side 
note, be forewarned that 
wrestlers cannot earn attribute 
points if any of the cheats are 
turned on in the Cheat Menu. 
CHEAT EARNED: 
WRESTLER YOU MUST USE: 
Dude Love and Cactus Jack 
Mankind 
(makes these guys playable) 
Extra Cold 
Steve Austin (extra outfits 
for Steve Austin) 
Extra Gold 
Goldust (extra outfits for 
Goldust) 
Ladies Night 
Shawn Michaels or Triple H 
(enables you to create females) 
Sue 
Bret Hart or Owen Hart 
(the Ring Girl is playable 
under “Custom”) 
New Duds 
Kane (more clothes for 
Create-A-Player Mode) 
Big Head 
The Rock or British Bulldog 
(gives all wrestlers big heads) 
Polished 
Any wrestler 
(makes wrestling mat shiny) 
No Meters 
Undertaker (removes indicator 
bars from screen) 
Ego Mode 
Ahmed Johnson (more damage 
you cause = bigger head) 
Beans Mode 
Thrasher or Mosh (wrestlers 
“pass wind” when hit) 
No Wimps 
Faaroog or Ken Shamrock 
(disables the ability to block) 
Random Wrestler 
Let the computer select a 
wrestler at random for you by 
holding Up and pressing Block 
at the Character Select Screen. 
Trainer 
If you simply enter the Training 
Mode at the beginning of a 
game, this makes the Trainer 
available as a “Custom” 
wrestler. 
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Previews. 
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0, it’s basically the first level 

of Shadows of the Empire 

turned into an entire game, 
right? Right. And it’s a game of 
Starfighter combat that never actually 
takes place in space, right? Right. And 
it’s one of the first Nintendo 64 games to 
make use of the 4-Meg Expansion Pak, 
right. Right again. 

Truth is, lots of trite one-liners sum 
up LucasArts’ Rogue Squadron, the last 
console game based on what’s being 
dubbed the “classic” Star Wars universe 
before the Episode One titles start 
rolling in next year. And, with a relatively 
short development cycle of about 15 
months, Rogue Squadron is a fairly 


The gas-giant level is the closest you’ll 


get to a space-based stage, since 


there’s no ground to crash into. 
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G 


82 EGM Player’s Guide 


GENRE: Action 


Strap into LucasArts’ Final Pre-Prequel 
Excursion to the Star Wars Galaxy 


Straightforward game. It has you 
donning the orange flightsuit of Luke 
Skywalker, six months after he destroyed 
the original Death Star. Now Skywalker 
and his wingmates—including Wedge 
Antilles— engage in skirmish after low- 
altitude skirmish in a vari- 
ety of Rebel Alliance craft 
above the game’s 15 plan- 
ets. Each of these planets 
serves as the backdrop for 
a level, with Kessel hosting 
two stages, giving Rogue 
Squadron a total of 16 mis- 
sions (not to mention sev- 
eral secret bonus levels). 

Although you’ll soar 
above some familiar Star 
Wars territory (look for 
Luke’s homestead and 
Sarlacc Pits on Tatooine), 
most of the game’s locales 
So far remain sites unseen. 
Planets include Han Solo-homeworld 
Corellia, gas-giant Taloraan, waterworld 
Mon Calamari and others that have only 
existed in source books, comics and nov- 
els until now. You get to fly all the famil- 
iar fighters, too, including the X-Wing, 
A-Wing, Y-Wing, snowspeeder and a new 
airspeeder called the V-Wing (expect a 
few secret ships). 

Missions come in several flavors. You’ll 
pull escort duty, embark on search-and- 
destroy sorties, dart deep into Imperial 
territory on rescue missions and engage 
in lots and lots of dogfights. Later mis- 
sions combine several objectives togeth- 


PLAYERS: 1 
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Each of the five Alliance fighters 
has a virtual cockpit you can check 
out with the Camera buttons. 


er, and every level kicks off with an in- 
game cinema to set the scene. 

Rogue Squadron will run in hi-res with 
the Expansion Pak, and the screenshots 
here are proof enough that the game 
looks good. The surprising thing is how 
good it sounds. Using a new sound-com- 
pression tool, co-developer Factor 5 has 
managed to squeeze about 20 minutes 
of digitized radio chatter into the game, 
as well as more than 4o music tracks, 
most of them based on John Williams’ 
Original scores. On top of all that, RS 
Supports Dolby Surround sound. 


he original Extreme-G actually 

turned out to be something of a 

Sleeper classic in the grand 
scheme of things. It was the right 
game at the right time, and it looked pret- 
ty tasty. The sequel obviously has a con- 
siderable amount to prove. There’s some 
established competition out there, and 
the bar has certainly been raised on N64 
games —at least graphically—in recent 
months. Fortunately, the team at Probe 


e won't pull any punches here, 

the original FIFA 64 was really 

lame. Thankfully the two that 
have followed, World Cup 98 and 
Road to World Cup 98, are both very good. 
Now, with the real World Cup just a memo- 
ry, FIFA 99 gets ready to bust on the scene. 
Don’t worry, similarities to the original FIFA 
64 are only in the name. 

While FIFA 99 uses the same great 
engine as Road to the World Cup and 
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“GENRE: Sports 


seems to have prepared themselves well 
in such a relatively short time. Although 
only in development for somewhere in the 
region of eight to 10 months, the game 
has made some significant advances over 
its predecessor. 

The first thing you notice is that the 
bikes have changed. They’re no longer just 
wildly colored polygonal slabs tearing 
around some pretty-looking tracks. They 
now all have a far more realistic physics 
engine applied to them, which is based 
around a “pivot-point” philosophy. The 
levels are much more expansive as well, 
with alternate paths and an even greater 
sense of speed. So fast in fact, that a cou- 
ple of the more “super” bikes are actually 
capable of breaking the sound barrier. 

As you’d expect there is a splendid vari- 
ety of weapons that can be picked up and 
used to ensure you win your races, and 
there are also new modes of play that 
take advantage of this. Normal races will 
see you trying to wipe out the competition 


DEVELOPER: Probe 


World Cup 98, the developers promise 
even better things for this one. For starters, 
player control should be tighter with 
greater ability to cut right or left quickly. 
More accurate passing and dribbling will 
be possible as well. To show off the new 
moves, a speedier frame-rate is on tap, 
as is a whole new Al engine that means 
defenders and goalies won’t act so dumb. 
Of the many improvements, one will 
allow you to direct your semiautomatic 
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PLAYERS: 1-4 


and win. Others see you ignoring the race 
and instead trying to destroy everyone in 
sight. There’s also a strange Deathmatch 
Mode where you can ride in these weird 
tank-looking things. Definitely interesting. 


RELEASE DATE: December 


goalie to rush the ball or stay in the box. 
Your teammates will help out in this situa- 
tion as well, crowding the box to deflect 
the shot if the goalie can’t get to it. Handy. 
And sensible...a novelty in soccer games. 
For tournament play you'll have the 
option to create a custom cup with as many 
teams as you want. For laughs, a Golden 
Goal Mode will allow you to play up toa 
certain amount of goals, similar to Foosball. 
With all the improvements on tap, FIFA 
99 could finally give Konami’s IS Soccer a 
real run for its money. In fact, a lot of us 
already prefer FIFA to ISS, but that’s anoth- 
er matter altogether. Watch for FIFA 99 


early on this December. 
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t’s the Nintendo 64’s genre of 
choice: 3D action/adventure 
games that star a cute mascot of 
sorts. Do we really need another 
one? Ubi Soft seems to really think so. 
They’re bringing out not one, but two of 
this type of game—before Rayman 2 
comes out next year, Ubi Soft is giving us 
Tonic Trouble. 

This game stars Ed. Like Rayman, he’s 
another adorable limbless freak. Ed’s mis- 


Game Info 


GENRE: Action 


sion is to undo the havoc he caused when 
he spilled his magic tonic all over Earth. 

He’ll get to explore 11 different areas, 
ranging from rocky canyons to trippy 
psychedelic lands. Most of the levels have 
you doing the traditional action/adventure 
game thing: jump, kill enemies, jump 
some more, etc. But it’s Ed’s abilities that 
separate him from the others. 

In certain areas, Ed can glide. In the 
Canyon Level for example, Ed can glide for 
almost the entire stage, provided he can 
hit the hot-air pockets for an extra boost 
in altitude (yes, just like in Pilot Wings). 
But more interesting is his little stick 
device that he uses. This stick can act asa 
cane, used to hit enemies with, or it can 
act as a blowpipe, which can be used for a 
variety of purposes. 

Tonic Trouble may have a tough time 
competing with the masterpieces that 
have come from Nintendo and Rare. We’ll 
see how this game shapes up this winter. 


eleased in Japan as Air Boarder 

earlier this year, Human’s future- 

’ based airboarding game Is now on 
its way to the States as AirBoardin’ 

USA, courtesy of Ascii. 

AirBoardin’ USA allows you to choose 
from one of eight characters (four of which 
must be earned from beating certain levels 
and meeting specific time, point or trick 
requirements). Similar to the many recent 
snowboarding titles that have been dumped 


PUBLISHER: Ascii 
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on the N64 and competing systems, the 
basic idea in AirBoardin’ USA is to pull off 
tricks and score points. In total, you have an 
arsenal of nearly 100 different moves, rang- 
ing from nose slides and indy grabs to hand 
plants and roast beefs (don’t ask...). 
AirBoardin’ features several different 
modes of play—Street Mode (the main 
mode of play where you perform tricks to 
earn points), Practice Mode (you...practice), 
Vs. Mode (two players can compete head to 
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DEVELOPER: Human 


PLAYERS: 1 


Ed can glide over hot air for a boost 
in altitude. Yes, just like in that one 
flying game from Nintendo. 


head), Time Attack (play for best times) and 
Coin Mode (an interesting mode where you 
ride around courses, collecting scattered 
coins for points). 

If there’s one thing worth complaining 
about in AirBoardin’ USA, it’s the game’s 
bland graphics. They’re nowhere near as 
sharp and/or impressive as 1080° 
Snowboarding’s graphics, and the frame- 
rate is rather weak. Hopefully this'll be fixed 
up for the final release, but there’s no guar- 
antee. Most games that get ported over 
from Japan don’t get much in the way of 
visual improvements. If anything, it’s usual- 
ly just translated text that’s different. We'll 
find out when AirBoardin’ USA gets released 
this December. 


RELEASE DATE: December 
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, m& fter playing GoldenEye 007, 
| } we couldn’t wait for a sequel. 
Vay Well, one is coming...sort of. 

; Perfect Dark is the follow-up to 
Rare’s hugely successful Bond game. But 
since Rare and Nintendo no longer have 
the rights to the Bond license, we’ll have 
to settle for a futuristic, sci-fi setting 
instead. Fine by us. 


This first-person shooter stars Joanna 
Dark, a.k.a. Perfect Dark. She’s an 
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ort of a futuristic, claustrophobic 

Tomb Raider that stars a dude 

instead of a chick, Survivor: Day 
One has you exploring and—even- 
tually —seeking escape from a crashed alien 
Ship. But since this is a Noah’s space-ark 
kinda ship, you'll need to track down your 
female counterpart first. After all, what fun is 
survival without any hotties to share it with? 

Your hero comes with all the standard 

third-person-shooter moves, including the 


PUBLISHER: Konami 


undercover agent who discovers that this 
evil corporation (is there any other kind?) 
is hiding alien beings. Her investigations 
will take her through a variety of stages, 
from secret labs to an alien shipwreck at 
the bottom of the ocean. Along the way, 
you’ll encounter aliens, both good and 
bad (so, like in GoldenEye, you can’t just 
shoot everything that moves). 

The game runs on an improved 
GoldenEye 007 engine. Besides the more 
impressive visual features, Perfect Dark 
will show off big improvements in the arti- 
ficial intelligence. Enemies will hide in 
Shadows, duck behind desks and general- 
ly give you a lot of hell. 

Perfect Dark will support the 4MB 
Expansion Pak, so the great-looking 
graphics you see here will be even better 
when the game nears completion. The 
game will also have a four-player option 
similar to GoldenEye’s, but we expect 
more modes of play and cooler features. 


ability to swim, climb, flip forward, hang 
from rafters and, of course, shoot. But what 
exactly’s worth shooting on a crashed alien 
Ship? Well, it seems the craft is crammed to 
the rafters with alien species looking to save 
their own slimy keisters. The cool thing here 
is the aliens react with some degree of intel- 
ligence when you start whuppin’ up on 
them; they’ll retreat and even seek shelter 
if they see that you have the upper hand. 
The ship itself is divided into several 


DEVELOPER: Konami 


The game is still far from completion, 
but what we see so far is damn cool. 
We can’t wait for the final product. 


Game Info | 


RELEASE DATE: Third Quarter 1999 


environmental zones, forcing you to trek 
through more than just boring battleship- 
gray environments as you seek your female 
friend and the exit. Some areas are even 
flooded with water, so let’s hope the hero 
is good at holding his breath. 

When stacked against Konami’s more 
prominent forthcoming N64 releases — 
namely Castlevania 64 and Hybrid Heaven— 
Survivor: Day One, which was developed 
Stateside by an internal Konami team, does- 
n’t exactly stand out. The early version we 
Saw was choppy and looked particularly 
blurry and blah, not to mention that third- 
person exploration games are a bit too 
common right now. 


RELEASE DATE: February 
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hose of you out there who fancy 
yourself a hustler should get 
ready for Virtual Pool 64 from 
Crave Entertainment, developed 
by Celeris. This VR Sports 3D pool sim fea- 
tures several different modes of play. One 
allows you to play a quick game against 
the computer (or a friend), another lets 
you play against a series of CPU oppo- 
nents in a tournament, and another lets 
you try your skill (or luck in some cases) 


Free Style: One Pocket 
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Replay Rate:.1/2 
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at some trick shots. There’s also a Practice 
Mode so you can fine-tune your skills and 
get used to the natural (once you get used 
to it, that is) analog control. 

In most of the play modes, there are 
nine types of pool to stroke your cue to, 
including 8 Ball, 9 Ball, Bank Pool and 
Rotation, among others. In addition, 
American Bar, English Pub or APA rules 
can be selected so each of the modes can 
have a different style of play. 

The physics in the version we previewed 
are quite accurate, realistically represent- 
ing what pool truly feels like. The analog 
control adds to this realism: When you 
pull back on the analog stick and then 
push it forward, you hit the cue like you 
would in real pool. And since it’s analog, 
you can hit it as hard or soft as you like. 
Add to this great-looking visuals and an 
admirable frame-rate and you have a 
potentially very solid pool game. Virtual 
Pool 64 supports the Rumble Pak, too. 


DEVELOPER: Celeris 


nyone who’s been craving some 
vehicular combat on the N6¢q is In 
luck. While not exactly a Twisted 
Metal or Vigilante 8, Battle Tanx puts 
you in the cockpit of, appropriately enough, 
a tank. Not just one tank, mind you, but a 
wide array of tank and tank-like machines. 
You can pilot anything from huge, slow- 
moving but extremely powerful beasts to 
quick-moving, lightly armored half-tracks. 
Apparently, in the year 2001, the ratio of 
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men and women will be something like 
1,000 to 1. As you might imagine, that would 
make the men a little aggravated, and con- 
sequently, they spend every waking moment 
fighting it out. Women are now referred to as 
“QueenLords” and you, as a BattleLord, 
must protect your Queen from the opposing 
forces who would take her as their own. 
During battle, you'll find that the environ- 
ments and localities are fully destructible. 
Buildings will burn down and crumble under 
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In the Practice Mode, understanding 
how the balls will react is easy. Try it 
in Regular Mode and see how easy it is. 


RELEASE DATE: November 
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repeated gunfire, and trees and parked cars 
can also be destroyed should any get in the 
way. Your vehicle will also take on visible 
damage the more you get hit, so keep an 
eye on that damage-meter, or else you'll be 
a burning hunk o’ scrap in no time. 

With the game supporting up to four play- 
ers in a variety of Deathmatch Modes, along 
with 17 levels of story-based gaming in 
Campaign Mode, Battle Tanx offers a lot in 
the way of replay value. At this time, howev- 
er, the environments are completely flat, and 
it’s the level design that will ultimately deter- 
mine whether Battle Tanx is destined for 
glory or the scrap heap. 


RELEASE D 


nfortunately, Castlevania: Symphony of the Night for the 
PlayStation is probably the last 2D Castlevania you’ll ever 
FP see. With more and more demand (and sales) for 3D games, 
2D is going the way of the dodo. The good news is Konami of 
Japan is taking care of Castlevania 64, the first fully 3D game in the 
series. So rest assured, the same 3D-ness that destroyed the Contra 
franchise (thanks to developers Appaloosa) won’t happen here. 

Castlevania 64 has two playable characters (down from the original 
four). The first is Schneider B. (take a wild guess what his last name is). 
The other is Carrie Eastfield. The game slightly differs depending on 
who you choose to play. Some obstacles or Bosses may only appear for 
One character or the 
other, and each per- 
son has his or her 
own good and bad 
endings (for a grand 
total of four finales). 

A lot of familiar 
Castlevania touches 
are in this game. 

You can hit torches to 
find hearts and other 
items, you battle 
gothic and demonic 
creatures, and per- 
haps most familiar 
of all, you wield a dangerous whip. The only difference is, of course, 
everything takes place in fully open three-dimensional worlds. 

This game has a lot of cool little touches, like real-time cutscenes. 
Castlevania 64 also has a day-night system that affects how powerful 
the monsters you meet 
are. For example, cer- STATUS Goo __- 
tain creatures will hide Oj = 
during the day and SOLD ooo0n 00000 
save the killing-you 
part for the nighttime. 
Nice of them, huh? 

If you’re worried 
about the Castlevania 
series going full 3D, 
you’re not alone. While 


ng STATUS GOOD 
GOLD. 00000 

we’re also sad to see the 
series leave two dimen- 
sions for three, Konami 
looks like it has done a 
fantastic job keeping the 
new Castlevania true to 
the series. This game 


shouldn’t disappoint too 


many Castlevania fans, so 
Big dogs, hellfire and cemeteries. watch for it early in 1999. 


Yup. It’s a Castlevania game all right. 


Check out the fire effects! = 
. sss Game Info 


GENRE: Action 


PLAYERS:1. 
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ES Dear ASCIT Guy 


L want fo be 
a NASCAR racer but 
my mom wont get 
Le cl near Car. She 
Says | t would clutter 
up the house. How can 
TL g@t behind the whee/ 


of “aq race car? 


, Fasten your seatbelt speed 
8 racer, and burn some rubber 
with the ASCIIWHEEL 64". 
It's a full size wheel that 

folds up and disappears 
faster than a Skater chased 
by security guards. And it's 
licensed by Nintendo*, so you 
know that it doesn't suck. 


NINTENDO** 


*>) ASCII WHEEL 64) 


d 


ASCIIWARE’ 


Customer Service 650.780.0166 
www.asciient.com 


® 1998 ASCII Entertainment Software, Inc. All rights reserved. 
ASCIIWARE is a registered trademark of ASCII Entertainment Software, 
Inc. ASCII Entertainment, ASCIIWHEEL 64 and the ASCIIWHEEL 64 logo 
are trademarks of ASCII Entertainment Software, Inc. Nintendo, 
Nintendo 64 and the 3-D “N” logo are trademarks of Nintendo of 
America Inc. All other brand and product names are trademarks and 
registered trademarks of their respective holders. ©1996 Nintendo of 
America Inc. 


artoon-based drift-style racing 
in Mario Kart-like environments. 
That’s one way to describe this 
neat little racer from THQ. 
Previously released in Japan as Choro-Q 
64, the game is built around mild combat 
racing with a big emphasis on upgrading. 

You wouldn’t think it from its shallow 
appearance, but Penny Racers is surpris- 
ingly deep. The 13 different cars (clones of 
VW Bugs, Porsches, Nissans, etc.) are 
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PUBLISHER: THO 


upgradable in several categories — power, 
speed and acceleration, among others. 
Armor, weapons and body-style adjust- 
ments along with about 80 other mods are 
also available. Once on the road, a series 
of races on nine separate courses will 
yield you points and standings for 
upgrades. Stealing add-ons from your 
opponents is one way to go. Then there’s 
the theft method, which is an integral part 
of winning a season. Simply place in the 
top three and you’ll have a crack at your 
opponent’s goodies, essentially down- 
grading his/her car while boosting yours. 

Like many other new racing games, 
Penny Racers will offer a simple but 
effective track editor, so you can build 
and save to your heart’s content. 

Gameplay is similar to Mario Kart, with 
more drifting and powersliding. The cars 
can actually do barrel rolls, right them- 
selves and then carry on racing as if noth- 
ing ever happened. When they encounter 
a road bomb, or other obstacles, they 


t’s the classic Good vs. Evil 
Story and it goes like this: Lex 
Luther and fellow villains 
Brainiac, Parasite and Metallo 
plot to control Metropolis by enveloping 
the city in a shroud of kryptonite fog. 
Superman must put an end to this as 
well as rescue Lois Lane from these very 
evil dudes. Exciting, isn’t it? 

To aid in his mission of good, Superman 
has the ability to fly (very cool), walk and 


Game Info 


run very fast. He also packs some very 
mean attacks including: Heat Vision, 
Super Breath and a wicked right hook. 
In addition, Superman’s super strength 
comes in real handy. Many everyday 
objects such as cars, trains, lamp posts 
and boulders become lethal weapons 
when tossed by the man of steel. 

Sixteen mission-based levels must be 
cleared of villains before following stages 
can be entered. Clearing a level involves a 


RELEASE DATE: First Quarter 1999 
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simply bounce over and speed off again. 
More or less, it’s simple racing gameplay 
with a lot of variables thrown in for fun, In 
the end, it makes for a neat little racer in 


the Mario Kart 64 vein. Watch for it. 


lot of searching, breaking down walls and 
plain old fighting. Many of Superman’s 
enemies have guns and surprisingly, he 
can be hurt by repeated gun fire—go fig- 
ure. Also helpful in the fight is Superman’s 
X-Ray Vision. Looking through walls for 
bad guys and such Is quite helpful in the 
crime-fighting process. 

With vast 3D environments to explore, 
and loads of villains to beat up on, 
Superman 64 may just be a decent game. 
So far, we’re not all that impressed... 


RELEASE DATE: November 


n case you just can’t get enough 
sickeningly cute stuff in your life, 
then perhaps you’re eagerly 
awaiting the arrival of Rare’s next 

fluffy-animal adventure — Twelve Tales: 
Conker 64. The game-formerly-known-as- 
Conker’s Quest focuses on the exploits of 
Conker the squirrel and his pal, Berri, who 
happens to be a chipmunk. Yay! 

Brighter and cheerier than Rare’s other 
platform extravaganza, Banjo-Kazooie, 


ust in time for the holiday sea- 
son, Eidos is bringing four-player 
Final Fight-style action to the 
N64. Essentially a straight port 
of the PlayStation version, the main 
difference is that Fighting Force 64 
Supports four players at one time. 

In case you don’t know the back story 
behind FF64, don’t worry, it doesn’t mat- 
ter. The point here is to make your way 
from point A to point B. In your way are an 


_ PUBLISHER: Eidos 


Twelve Tales features huge, colorful envi- 
ronments. Boasting an incredible array of 
facial expressions, Conker and Berri reveal 
far more character than your average, um, 
bear. In fact, Conker and Berri will react to 
the situations around them, meaning 
when either of them are in danger, you’ll 
See it in their faces. 

Happily enough, playing as Conker or 
Berri will reveal substantial differences in 
playing styles. Conker delivers more of an 
action-oriented experience, while Berri is 
the more cerebral of the two, relying on 
Strategy and her monster-companion to 
get through the game. Throughout the 
game there are a numerous vehicles to 
find and use, which helps access places 
that would otherwise be hard to reach. 

Twelve Tales supports up to four players 
in a variety of “Deathmatch” Modes, and a 
Two-player Co-operative Mode is also 
included, making the game great for play- 
ing with friends. Despite numerous 
delays, it should finally hit this spring. 


DEVELOPER: Rare 


endless supply of goons who'd like noth- 
ing better than to take batting practice on 
your Skull. Fortunately for you, you’re a 
lethal weapon on two legs, with a wide 
array of punch and kick combinations to 
dish out to any worthy (or unworthy) 
adversaries. Combat takes place in fairly 
large interactive “arenas” that play a role 
in the gameplay. In each environment, 
there will be destructible objects (i.e., 
soda machines) that contain power-ups 
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Fighting Force 64 is more or less the 
same as the PlayStation Fighting 
Force, but with a Four-player Mode. 


and weapons. You can also pick up 
objects lying around, like barrels for 
instance, and use them as weapons 
against your foes. Despite making the 
leap from 32-Bit hardware to a consider- 
ably more powerful platform, the differ- 
ence in graphics is negligible. The main 
improvements are smoother textures. 

Nevertheless, for anyone looking for 
multiplayer brawling action on the N64, 
Fighting Force 64 may just be their best 
and only option. 


"__ RELEASE DATE: December 
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t sure took them long 
enough, but Capcom has 
finally jumped on board the 
N64 bandwagon with their first 
64-Bit title, co-developed with Disney 
Interactive. Magical Tetris Challenge 
takes two of the most popular licenses 
around—Disney and Tetris—and inte- 
grates them in a Surprisingly fun varia- 
tion of the original Tetris game for one 
or two players. 

Magical Tetris Challenge features three 
modes of play— Magical Tetris, Updown 
Tetris and Endless Mode. Magical Tetris 
and Updown Tetris are almost identical, 
except for some gameplay differences 
that are new (and exclusive) to Magical 
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DEVELOPER: Capcom 


Finally, the First Capcom N64 Game! Street 
™ Fighter Ill? Mega Man 64? No...Tetris!! 


Tetris Mode. For one, in Updown Tetris 
(which is just classic Tetris—no changes 
to gameplay whatsoever), when you 
extinguish lines, they carry over to your 
Opponent’s screen in the form of lines 
that appear underneath their stack. But 
in Magical Tetris Mode, 
instead of lines piling up, 
new garbage blocks appear 
that fall onto your oppo- 
nent’s screen, some of 
which are very oddly 
Shaped and hard to place. 
One of them is even a five- 
block long straight line that 
can be used (with a bit of 
luck) to take out five lines 
at once for a Pentris! Also, 
both Magical Tetris and 
Updown Tetris feature a 
one-player Story Mode that 
involves Disney characters 
(you can choose from 
four—Mickey, Donald, Goofy or Minnie) 
competing against each other in rounds 
of Tetris. 

Endless Mode lets you play either 
Magical Tetris or Updown Tetris without 
the Story Mode attached, for pure Tetris 
fun. Oddly though, there’s no solo One- 
player Mode. If you don’t play with two 
people, you’re forced to play against a 
CPU opponent. 

Finally, Magical Tetris Challenge has a 
new feature that can be turned on or off 
which is very useful. It’s called T.L.S. 
(which stands for Temporary Landing 
System), and it allows you to see where 
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The Temporary Landing System 
(T.L.S.) lets you see where each 


your blocks will fall before you drop 
them (a small transparent image appears 
at the bottom showing where your block 
would land had you dropped it there). 
It’s amazing that Tetris has been around 
this long and nobody’s thought of a fea- 
ture like this, because it’s extremely use- 
ful. It was developed by Arika, the folks 
responsible for the Street Fighter EX 
Series in arcades and on the PlayStation. 

Magical Tetris Challenge supports the 
Rumble Pak, and is scheduled to be 
released sometime this coming January. 
Tetris fans keep your eyes peeled! 


and I’m supposed 
to be at Minnie’ s 


ooking like a hybrid of a Duke 
game and Tomb Raider, Zero 
Hour is actually the extension 
of a new Duke franchise idea 

recently started with the PlayStation 
game, Time to Kill. It takes all of the 
traditional Duke elements and throws 
them into a more “adventure”-like set- 
ting than the usual 3D blast-fest. 

The story deals with aliens screwing 
around with the fabric of time in order 


ood ol’ Earthworm Jim. One of the 
more original mascots out there, 
who has, remarkably, become 
more popular than anyone ever 
imagined he would. Of course, that was 
back in the 16-Bit days. 

The gaming world has changed a lot since 
then, and now Jim is jumping into the realm 
of 3D to catch up with the times. As the 
name suggests, Earthworm Jim is now kick- 
ing it live in full 3D...but it’s still as weird and 


PUBLISHER: Interplay 


to take over the world, and one of their 
major goals is to kill off all of Duke’s 
ancestors so that the “current” Duke (and 
star of multiple games) is never born. 

As far as the gameplay goes, this is 
looking to be pretty much what you’d 
expect from the Duke-franchise-machine. 
He runs, he jumps, he blows stuff up, he 
wisecracks...he runs through a one-play- 
er adventure, or he lets you deathmatch 
with up to four players. 

Aside from the fact that this is the first 
decent Duke game on the N6zq (let’s face 
it, Duke Nukem 3D was hardly original) 
it has to be noted that the new graphics 
engine is pretty impressive. All of the 
locations in the game give a sense of 
immense scale. 

Everything appears to be running ina 
resolution higher than your standard N64 
blur-o-vision, and the team at GT assures 
us that the game will support the 4-Meg 
Expansion Pak to give the graphics an 
even sharper and smoother edge. 


DEVELOPER: Eurocom 


wacky as ever. One thing Interplay was quick 
to point out is this will be the final Jim game. 
But you have to wonder... 

The story behind Earthworm Jim 3D goes 
as such: Jim gets hit on the head really hard 
and loses consciousness. In this state Jim 
finds himself trapped within the strange 
worlds inside of his head, full of things he 
loves, hates and, well, everything else. There 
are other memories thrown in there as well 
that get kind of jumbled. All of these things 


DEVELOPER: Vis Interactive 


The Four-player Mode is considerably 
more impressive than the one that 
was in Duke Nukem 64. 


RELEASE DATE: First Quarter 1999 


make up the themed levels of the game. 

You'll find baked-bean lava flows, Disco 
Zombies and the Bovine Special Elite (which 
are gun-toting commando-type cows), 
among other stuff. In addition, old enemies 
are back along with some platform-type 
elements inspired from the 2D Earthworm 
Jim games of the 16-Bit era. 

Graphically, Earthworm Jim 3D uses a 
unique mix of polygons and voxels for an 
overall look that’s less blurry than most 
games on the N64. Although levels, objects 
and characters in the game are pretty much 
cartoony, they look much more natural than 
most other games on the system. Expect it 
to hit sometime early next year. 


RELEASE DATE: First Quarter 1999 
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t seems as if everyone is getting 
in on the “stealth-game” genre 
as of late. With Tenchu, Metal 
Gear Solid and Syphon Filter 

all making their way to the 
PlayStation, it was only a matter of time 
before the N64 got one too. WinBack is 
the latest offering from strategy-maestros 
Koei, the company responsible for the 
Romance of the Three Kingdoms and 
Nobunaga’s Ambition series, and it looks 
like a winner. 

In WinBack, you assume the role of 
secret agent Jean-Luc Cougar (no relation 
to John Mellencamp | assume?), and are 
sent Into action against a terrorist group 
known as the Crying Lions. It seems as if 
they’re a bit upset about something and 
their leader is intent on causing some 
good ol’ mass destruction, naturally. 

Played in a third-person perspective, 
WinBack brings elements of both Metal 
Gear Solid and Resident Evil to the table. 
With more than 350 different moves, Jean- 


PUBLISHER: Koei 


Luc will be one of the most animated char- 
acters in a video game yet. Played in four 
huge levels, each with a set of mini- 
stages, WinBack should provide plenty of 
stealthy exploring. Later, when you’ve fin- 
ished the game, there will always be the 
Two-player Deathmatch Mode where you 
can attempt to “out-stealth” a friend. 
WinBack should hit shelves sometime this 
winter, so adventure-hungry N64 owners 
should keep an eye out for this one. 


DEVELOPER: Koei 


urprisingly enough, despite being 


one of Rare’s big titles scheduled 
for 1999 (the others being Perfect 
Dark, Twelve Tales: Conker 64 and, 

possibly, Donkey Kong 64), Jet Force 
Gemini doesn’t revolve around a couple of 
small, super-cute animals. Instead, Jet 
Force Gemini revolves around a couple of 
small, super-cute kids (and their dog). Yep, 
you can choose from Juno, Vela or their 
dog Lupus (Lupus?) as you embark on an 
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PUBLISHER: Rare 
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all-action shoot-em-up that relies less on 
platforming antics than Rare’s other most 
recent efforts. 

The heroes find themselves attempting 
to save the universe from the evil overlord 
Mizar. As with most tyrannical space dicta- 
tors, Mizar’s presence threatens the safety 
of the galaxy and it’s up to the Jet Force 
Gemini team to stop him. 

Set in large, fully explorable 3D environ- 
ments, there’s plenty to explore in JFG. Of 


DEVELOPER: Rare 


RELEASE DATE: First Quarter 1999 


RELEASE DATE: Third Quarter 1999 


WinBack is Koel’s answer to the latest 
industry craze—stealth games. Despite 
the blurry graphics, it actually looks 


pretty darn good at this point. 
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course, what good are nice environments 
without mutated nasties to keep you com- 
pany? Well, just so you know, scattered 
around these bright, detailed locales are 
swarms of mutant bugs who'd like nothing 
better than to make a minestrone out of 
our intrepid crew. Thank goodness you’ve 
got really BIG guns to greet them with! 

If shooting irate insects isn’t enough to 
keep you content, JFG also lets you shoot 
your friends. Adding to the replay value is a 
Four-player Deathmatch Mode, where you 
can grease your pals, along with a Two- 
player Cooperative Mode for when you’re 
feeling friendly. Keep an eye out for this 
one next summer—it’s going to be hot. 


Running on Acclaim’s “Hi-Rez” 
engine, QBC 99 is easily the best- 
looking football game out there. 


hat a year Quarterback 

Club enjoyed when it 

was first released in the 

winter of 1997-1998. It 

was the most graphically impres- 
Sive sports game ever seen at the 
time, and in a year when EA was 
Struggling to come to grips with 
the N64 hardware, Acclaim ran 
away with the football crown. 
Unfortunately, the competition is 
a little stiffer this year, with the 
release of Madden NFL 99 and all 
its polygonal power, and the more 
arcade-oriented but equally enter- 
taining NFL Blitz. Can QB Club 99 
keep up the momentum it gained 


The Originator of Hi-Res Gridiron Goodness 


is Back for Another Shot at the Title 
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last year? a KICK RETURNER? NO 


Seemingly aware of this, Acclain j= 
decided it would be best to delay 
the release of Quarterback Club 99 a 
month or so, in order to insure that it 
put out the best football game possible. 
With Brett Favre once again enlisted 
as the game’s spokesman, one has to 


wonder what exactly QBC 99 
has brought to the table to 
separate itself from the pack. 
Well, for starters, Iguana put a 
lot of time into improving the 


CPU’s artificial intelligence. 
Despite the fact that it had 
the best graphics last year, 
the gameplay left a lot to be 
desired. This year not only did 
they work at making the game 
as realistic as possible, they 
also brought in NY Jets offensive coordi- 
nator Charlie Weiss to help design the 
playbook. Not a small accomplishment, 
it seems, Since QBC 99 features 30 team- 
specific playbooks. No more choosing 
your plays from the same generic pool of 
X’s and O’s anymore. Now you'll be able 
to pit the short-passing routines of 
“West-coast offenses” like the San 
Francisco 4gers against the more tradi- 
tional “smash-mouth”-based running 
games of teams like the New York Jets 
and the Detroit Lions. 

As far as the more aesthetic qualities 
of the game are concerned, players now 
look more realistic than ever, with over 


PUBLISHER: Acclai 


' 


DEVELOPER: Iguana 


“...and STAY down!” suggests a San Francisco 
lineman after pancaking a Dallas running back. 


450 new motion-captured animations in 
place. Unfortunately, the frame-rate is a 
bit choppy, but nothing to get overly con- 
cerned about. Another detail that QBC 
99 could have neglected is play-by-play 
announcing, but it’s in there and these 
guys always have something to say, 
which is impressive considering the 
game is on a Cartridge. 

Scheduled to arrive in stores around 
the time you’re reading this, it’ll be inter- 
esting to see if Quarterback Club 99 can 
Stay on top of the pigskin pile. If Acclaim 
can get the Al up to par, and iron out the 
frame-rate issues, then QBC 99 may very 
well come out on top. 


Suen 


ELEASE DATE: November 
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t’s nice to finally have a college 
basketball game slated for the 
N64. Especially one as promising 

as this Fox Sports title. 

Take the general appearance and 
much of the gameplay nuances of NBA 
Courtside, throw in some of the flash and 
playability of NBA Live, and you’ll have a 
good idea of what FSCH ’99 is like. 

With a complete NCAA license, 112 
teams and logos as well as individual 
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_ PUBLISHER: Fox Interactive 


ayman is back after a long 
absence from the video screen. 
A true sequel to the original 
Jaguar, PS and Saturn game, 
Rayman 2 takes Ubi’s mascot to the third 
dimension. This time, Rayman must fight 
to free his planet, enslaved by a horde of 
evil space pirates. 

There are a total of 30 levels in Rayman 
2, which range from exploration to 
“Indiana Jones-ish,” fast-paced action. 


PUBLISHER: Ubi Soft 


DEVELOPER: Ubi Soft 


Stadiums, the game has certainly captured 
that college feel. If that weren’t enough, 
crowd chanting, blaring bands anda 
unique television broadcast feature nail 

it down. The TV effect is achieved by 
Sweeping camera angles, score highlights, 
replays and crowd participation. 

It’s apparent that FSCH ’99 has bor- 
rowed from the NBA Courtside school of 
gameplay. What does this mean? Actual 
skill is needed to play successfully. It 
requires patience and practice to get 
proficient. Instead of just jamming on the 
Turbo button, players must master the 
controls and learn to drive the lane with 
skill (using switch-overs, fakes, etc.) to 
put defenders on their toes. FSCH ’99 
seems to have the gameplay down as well 
as several other good elements in place 
for its November release. 


The result is a mix of having to run-jump- 
swim-dodge, etc. and explore. Your level 
objectives change as you go through the 
game. For example, in one you have to 
waterski behind a snake, making sure to 
take the right turns and hit jumps without 
breaking your line. In another, you swim 
after a whale, collecting air bubbles it 
gives off until you've gotten to an under- 
water entrance to a pirate ship. Rayman is 
joined by a supporting cast of characters 


oe DEVELOPER: Z-Axis : AYER : 


RELEASE DATE: Second Quarter 1999 


which includes the pirates, their secret 
weapons and Bosses and Rayman’s new 
friend, Globox. There’s even a cameo by a 
character from another Ubi Soft game. 
Just like the first game, Rayman has a 
variety of moves to aid him in his quest, 
including his patented helicopter tech- 
nique, which on a few levels can be used 
continuously. He also now shoots a ball of 
light which destroys his enemies. 

Rayman 2 uses a new version of the 
Tonic Trouble engine, and looks promising 
even at this stage. The game is still early 
and there’s tweaking and polishing to be 
done, but you can expect to see Rayman 2 
on shelves next spring. 
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The wiseass characters taken from 


the TV show are represented 
almost perfectly in the game. 


South Park game was 
inevitable if you really 
think about it. Video 
games were never going 
to escape the mighty franchise 
bandwagon of SP, but | think 
everyone is fairly justified in fear- 
ing for the quality of the game. Big 
licensed games are renowned for 
their complete lack of merit...“get 
it done, get it out and forget about 
the quality” has traditionally been 
the licensed game mantra, but 
from what we’ve seen of Iguana’s 
South Park so far, it would appear 
to be somewhat different. 

Using a fast and effective 3D 
engine, the game is basically a 
fast-paced action game that takes 
serious advantage of the fact that 
the South Park visuals don’t really 
require an awful lot of detail. By using 
simple models and even simpler flat- 
shaded buildings and objects, the game 
manages to kill two birds with one 


Take the TV Show, Mix it With a Fantastic 3D 
Engine, and Get Ready to Have a Blast 


Stone; first, it manages to 
capture the look of the car- 
toon very effectively, and 
second, it’s very fast and 
can run in a resolution higher 
than most other 3D games. 
The gameplay itself is 
basically running around and 
shooting at stuff. It doesn’t 


The multiplayer combat will be what most people 
play South Park for. The humor comes across in the 
weapons and the overall attitude of the gameplay. 


hide behind any pretentious 
ideas...basically the aliens 


PUBLISHER: Acclaim 


are coming, they’re taking 
over the town and Kenny, Stan, Cartman 
and Kyle have to run around zapping 
Stuff with a number of, ahem, “unique” 
weapons. Watch out for snowballs, 
pissballs, homing-cows (fire a cow at an 
enemy and watch it land ass-first on 
their head), and weapons that make use 
of chickens and asses and, erm, stuff. 
As a single-player game it’s funny, but 
with up to four players you really get to 
see where Iguana is coming from with 
this. You can play as pretty much any of 
the characters from the show including 
Chef, Big Gay Al, Mr. Garrison and even 
Terrance and Philip. This is going to be a 
Serious party game. 


DEVELOPER: Iguana 


Although the final cart size is yet to 
be confirmed, Iguana is working with 
the cast of the show (yes...including 
Isaac Hayes) to record hundreds and 
hundreds of lines of dialog from the 
game—and the project leader informed 
us (last time we spent some time with 
the game) that up to half of the memo- 
ry on the cart would be taken up with 
speech. In a unique turn of events 
many of the sound effects in the game 
are the guys from the cast too. Listen 
for turkeys voiced by people making 
“gobble-gobble” noises and cows that 
Say “moo.” It may not sound like 
much...but it made us laugh. 


RELEASE DATE: December 
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UNDER CONSTRUCTION 


A LIST OF UPCOMING GAMES ANNOUNCED FOR THE NINTENDO 64 


Bust-A-Move 3 (Acclaim) 
FIFA 99 (EA Sports) 

Golden Nugget 64 (Electronic Arts) 
Nightmare Creatures (Activision) 
S.C.A.R.S. (Ubi Soft) 

Star Soldier (Electro Brain) 

Star Wars: Rogue Squadron (Nintendo) 
Turok 2: Seeds of Evil (Acclaim) 
Virtual Pool 64 (Crave) 


BattleTanx (3DO) 
Caesar’s Palace (Crave) 
Charlie Blast’s Territory (Kemco) 
Fighting Force 64 (Eidos) 
Starshot (Ocean) 
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AirBoardin’ USA (Ascii) 
California Speed (Midway) 
Magical Tetris Challenge (Capcom) 
NBA In the Zone ’99 (Konami) 
NHL Blades of Steel ’99 (Konami) 
NHL Hockey ’99 (Midway) 
0.D.T. (Psygnosis) 

Penny Racers (THQ) 

Quake II (Activision) 

Rat Attack (Mindscape) 
Shadowgate 64: Trials of the Four Towers 
(Kemco) 

South Park (Acclaim) 

Tonic Trouble (Ubi Soft) 


All-Star Tennis ’99 (Ubi Soft) 

GEX 3: Deep Cover Gecko (Eidos) 
Micro Machines V3 (Midway) 
Monaco GP Racing Simulation 2 (Ubi Soft) 
Vigilante 8 (Activision) 

WinBack (Koei) 


Castlevania (Konami) 
Chameleon Twist 2 (Sunsoft) 
Duke Nukem: Zero Hour (GT Interactive) 
GT World Tour (Midway) 
Lode Runner 64 (Big Bang) 
Twelve Tales: Conker 64 (Rare) 
V-Rally ’98 Championship Edition (Ocean) 


4X4 Mud Monsters (Take 2) 
All-Star Baseball 2000 (Acclaim Sports) 
Carmageddon 64 (Interplay) 
Earthworm Jim 3D (Interplay) 
Hybrid Heaven (Konami) 

Jest (Ocean) 

Jet Force Gemini (Rare) 

Legend of the River King 64 (Natsume) 
LEGO Racers (LEGO Media) 


All game names are current working titles as of Nov. 1, ees idk are S ee to change without 


last-minute changes (in which case the dates here are newer). This list 
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Looney Tunes: Space Race (Ocean) 
Mystical Ninja: Goemon 2 (Konami) 
Rayman 2: The Great Escape (Ubi Soft) 
Roadsters ’99 (Titus) 

Rugrats (THQ) 

Shadow Man (Acclaim) 
Snowboard Kids II (Atlus) 

Star Wars: The Phantom Menace (Nintendo) 
Survivor: Day One (Konami) 
Tasmanian Express (Ocean) 
WCW Nitro (THQ) 


Army Men 3D (3DO0) 
Bloodshot (Acclaim) 
Command & Conquer 3D (Electronic Arts) 
DethKarz (GT Interactive) 

Duck Dodgers in the 3rd 1/2 Dementia (Ocean) 
Harrier 2000 (Video System) 
Harvest Moon 64 (Natsume) 

Hype: The Time Quest (Ubi Soft) 
Jungle Bots (Titus) 

NFL Blitz ’*99 (Midway) 

Quest for Camelot (Titus 


Tetris 64 (Nintendo) 
Wild Metal Country (DMA Design) 
WWF: Attitude (Acclaim Sports) 


40 Winks (GT Interactive) 
Asteroids 64 (Crave) 
Banjo-Tooie (Nintendo) 
B.A.S.S. Fishing (Take 2) 
Battlezone 64 (Crave) 
Blues Brothers 2000 (Titus) 

Contra Spirits 6 
on g 64 (Nin 
Gauntlet Legends mew 
Earthbound 64 (Nintendo) 
Hercules: The Legendary Journeys (Titus) 
Jeff Gordon Racing (ASC Games) 
NomenQuest (THQ) 
Nuclear Strike (THQ) 

Ogre Battle 3 (Quest) 
Paperboy 64 (Midway) 
Perfect Dark (Rare) 

Road Rash 3D (THQ) 
Rollerball (MGM Interactive) 
Space Invaders 64 (Activision) 
StarCraft 64 (Nintendo) 
Super Hornet F-14 (Titus) 
Super Mario RPG 2 (Nintendo) 
Thornado (Factor 5) 
ToeJam & Earl Ill (GT Interactive) 
WCW Wrestling (EA Sports) 
Xena Adventure (Titus) 
Xena Fighter (Titus) 


no ates may be different from the dates in the Previews section as a result of 
as compiled by scott Mccall - ‘Guide 64. (C hate it out on the Net at http://members. aol com/capscott/) 
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REMOTE WIZARD WIRELESS FOR PS BOOMERANG®4 REALITY VEST FOR PS X-WIRE WIRELESS FOR N64 


a CALL NOW 
AND WIN! 


www.nubyonline.com 
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Listen to Quartermann 
Gossip Before It’s in EGM! 


Call and Test Your Knowledge 
of Video Game Trivia! 


Get the Latest Expert Gamer 
Codes & Tricks 


Hear Review Crew 


9 ® 
Members’ Game Ratings! 
Product names are registered trademarks of NUBY HOLDINGS CORPORATION 
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ner per household 


TRIVIA CONTEST RULES: 1. Entry. To ent < correctly answer six consecutive trivia questions and leave your name, address and phone number as instructed. Winners will be determined by judges whose decisions are final. One win 
month. Ziff-Davis assumes no responsibility for unint tell gible, incomplete or mis sdirect ted 1 (esponees, 2. Prizes: WINE © will receive one (1) of the following at Ziff-Davis' sole c mote V 
Prizes have an approximate retail value of at least $25.00. All prize winners will be notified by mail. Prize(s) are non-transferable. No substitutions of pees ¢ are an ed, | eXC sot at the option o 
3. Eligibility: Contest open to residents of United States and Canada. Void in Maryland. Non- compliance with the time parameters contained herein or return ly prize/prize notific catio yn as undeliverable 
guardians shall return a signed affidavit of eligibility/release of liability/prize acceptance within 5 days of receipt or forfeit prize. Employees of ZD Inc. NUBY HOLDINGS CORPORAT a ar nd their resp 
their respective affiliates, subsidiaries, divisions or related companies are responsible for any damages, taxes or expenses resulting from tis contest Winners acknowledge that ZD Inc. has neither m 0 any er responsible or liable | or any war- 
ranty or guarantee, whether express or implied, in fact or in law, relative to any prize including but not limited t to its quality, mechanical condition or fitness. Winners acc pep ing prizes agree th at all - sare awarded on 1 the cc ondition that ZD Inc., its agents, rep- 
resentatives and employees will have no liability whatsoever for any injuries, losses or damages of any kind resulting from acceptance, possession, or use ( at elec 4. Winners List: For a list of winners, s stamped, self- 7 pessedien elope to “P 
Line Trivia Contest,” 1920 Highland Avenue, Suite 222, Lombard, Illinois 60148. Allow 3-4 weeks for delivery. 5. Restrictions: Void where prohibited or restricted by law. All federal, state and loc i regulatio 
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~ Obtain the latest codes from: www.gameshark.com * 1.900.773.SHARK (Call costs $1.29/minute. You must be 18 years of age or have parent's permission.) Dangerous Waters Newsletter (For info call 410.785.5661) * Gaming Mags « 
©1998 InterAct Accessories, Inc. ARECOTON COMPANY. All rights reserved. : 


QUICK LEVEL 
GAIN 


When the clutches of evil have the city by its throat, when justice rests on your 

shoulders and the troubled masses cry out your name, you do whatever it takes to 
_do right. And shortcuts are no exception. With GameShark video game enhancer, 
you get the superpower to leap to the next level in a single bound. Long before ABUSE 
the enemy, and the competition. You can also acquire superhuman strength, 

_ speed and longevity, if that’s what the job requires. Whether you're top dog or 

underdog, evil will always pay, and good will always prevail. 
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Over 60 wrestlers, including 
o0 WCW and NWO superstars 


Unique ring entrances for every wrestler 


Smoother animations, better graphics, 
faster speed, and smarter AI 


Over 300 unique wrestling moves 


Wrestling, Inc. THO™ 1998 THQ INC. Nintendo, 
nd “N” logo are trademarks of Nintendo of America 
intendo of America Inc. 
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